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All enquiries and contacts concerning
this Publication should be made to The
Amstrad User, Suite 1, 245 Springvale
Road, Glen Waverley, Victoria 3150,
Australia. [Telephone: (03) 233 9661].

The Amstrad User is published each
month by Strategy Publications.
Reprinting of articles published in The
Amstrad User is strictly forbidden
without written permission. All rights
reserved. Copyright 1986 by Strategy
Publications.

The single copy price of $3.50 is the
recommended retail price only.

The subscription rate (for Australia
only) is $35.00 for 12 issues of the
magazine only, or $75.00 for 12 issues
of the magazine plus tape containing
all programs appearing in that issue.
Postage is included in the above prices.
Overseas prices available upon
application. (New Zealand, PNG,
Solomon Is, Vanuatu add $12 airmail)

Please note that whilst every effort is
made to ensure the accuracy of all
features and listings herein, we cannot
accept any liability whatsoever for any
mistakes or misprints.

Contributions are welcome from
readers or other interested parties.

In most circumstances the following
payments will apply to published
material: Letters-$5.00, Cartoons-
$5.00 and a rate of $10.00 per page for
programs, articles etc.

Contributions will not be returned
unless specifically requested coupled
with suitable stamped and addressed
padded bag (for tapes or discs).
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Letters

All correspondence
published in this
section earns a
payment of five
dollars.

Letters should be
addressed to The
Editor, The Amstrad
User, Suite 1,

245 Springvale Road,
Glen Waverley,

Vic 3150

I am writing in answer to the query
raised by G.J. de Vos (The Amstrad
User - February '86).

1. Amthello: I have successfully
altered this program so that it can be
played by two players. Unfortunately,
the alterations are too numerous to list
in this letter. Therefore I have enclosed
a listing of the altered program (which
has been renumbered and so bears no
resemblence to the original program, in
line numbers at least). Please note that
it is a complete two player program - it
is not Amthello with a two player
option.

2. Multiplication and Division: This
program will run the desired way with
the following changes:

Add lines

25 LOCATE 4,5:PRINT "Which

level do you wish to

play?"
26 LOCATE 10, 6:INPUT "1
(easy) to 5 (hard) Wl

27 1IF L<1l OR L>5 THEN 25
625 LOCATE #1,16,2:PRINT
#1, "LEVEL"; L

Alter

LOCATE co-ordinates in line 30 to
29

190 randoml=INT (RND*100*L)+1

200 random2=INT (RND*20*L) +1

240 total=INT (RND*20*L) +1

250 random2=INT (RND*20*L) +1

Line 630 to commence LOCATE
#1,7.5:

How it works

Lines 25-27 set the level of difficulty
for the game.

Line 625 tells you which level you
have been playing to achieve the score
you have.

I have altered lines 190, 200, 240 and
250 for two reasons:

a) to select two numbers in accordance

with the level of difficulty, and
b) to ensure that none of the numbers
are zero.
I hope that the above will solve
Mr/Mrs de Vos' problems.
Mike Nicolai, Paralowie, SA

I am sure it will, and as I promised, a
complimentary copy of The Advanced
User Guide will be winging its way to
you shortly. In addition, a copy of the
amended program listing of Amthello
will be sent to G.J. de Vos. -

On Page 6 of the January 1986 issue
you mentioned a problem with saving
an ASCII file of a program which
contained BASIC commands that are
not included in the 464.

This problem arises because the FILL
command, for example, is represented
both in memory and on BASIC files
by a single byte token. When the 464
comes to this token, it recognises it as
being a token, but does not know what
it means. All it can do in this situation
is to produce a syntax error message
and abandon whatever it was doing.

There are two solutions.

The best is to get a version of the
program that has been converted to
ASCII on'a 664/6128 and comment
out the offending code.

The second is a little more involved.

1. LOAD the program.

2. RENUM the program.

3. LIST- the program. This will
produce a listing until it comes to the
unknown token. Jot down the line
number containing the unknown token,
ie. the next line number.

4. LIST nnn- where nnn is the
line after the unknown token and
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continue untili no more unknown
tokens are found. You should now have
a list of line numbers which contain
the unknown tokens.

5. The next problem is to find
these lines in memory. Type in a direct
command such as: I=&170:WHILE NOT
(PEEK (I-3)=0 AND PEEK (I)+PEEK (I
+1) *256=nnn) : I=I+1:WEND:?I <Cr>

where nnn is the line number you are
looking for. Repeat this for each line
number, jotting down the memory
addresses that are returned.

6. Finally you can convert each of
these lines to a PRINT line by POKE
i+2,&BF:POKE i+3,34 where i is the
memory addresses returned by step 5.

7.  You should now be able to list
the program, but don't expect to be
able to read the lines that you have
modified as they will still be in
"tokenised" form. If a line still wont
list, keep increasing the value of i in
step 6 by one and trying again.

8. A little experimentation by
poking the token for, say, ZONE
(&DA) into each location and
attempting to list the line should
enable you to pinpoint the exact byte
which the 464 cannot recognise.

Hoping that this has solved one small
mystery.

Brenton Ross, Hawker, ACT

Indeed it has but I think we'll settle
for the first method!

I could claim that I always read my
articles through when they appear in
print to ensure that editing or
typesetting errors have not crept in, but
the truth is that there is a certain
satisfaction to be obtained from the
reading thereof .....

Whatever my reasons for reading it
(The Learning Centre) through today,
immediately upon receipt (of Issue 13 -
March ‘86), 1 regret to advise of three
errors of some significance have
slipped through.

Firstly, on Page 20 under the heading
"Vibrato", I seem to have said that 'X'
is the note you start from, when what I
meant to say was " 'X', the step count,

and the note you start from will both
have an effect on the depth of vibrato
and speed factors."

The second error is a bit sensitive, or
rather the channel number in line 30 (A
Job in the Chorus) should be. The
channel should, of course, be '4".

Lastly, on Page 21, third column, the
explanation should read "CHR$(16) is
the CLR key, CHR$(9) is the TAB
key, and CHR$(&F0) and CHR$(&F1)
are the 'up' and 'down' cursor keys
respectively. (If you prefer decimal
numbers they are 240 and 241). In
other words the program is right but
the write-up is wrong.

One other point comes to mind, the
CLR key on the synthesiser plays the
white note (F) at the righthand end of
the keyboard and not the black note(F#)
at the extreme end.

My apologies for my contribution to
the above 'Comedy of Errors' and I
hope that they have not inconvenienced
readers too much.

Peter Campbell, N. Hobart, Tas.

Editing errors? They are mostly not
about much ever. Typesetting errors?
They are unheard fo.

I offer the following contribution to
your "Letters” column which may be
of assistance to other Amstrad users. .

Having recently made use of John
Jeffreys' submission for transferring
Amsword from tape to disc (February
'86 issue), I considered the problem of
using my TASPRINT program as
well. Having looked at the BASIC
listing of Tasprint it became quite
apparent that it would be a simple task
to tranfer this program to disc also. I
therefore offer these simple instructions
to allow the transfer of this program.

With the DDI-1 connected:

Enter ITAPE

LOAD "TASPRINT"

When LOADing is complete press
stop on the recorder and ESC to break
the program.

LIST 920 and edit. (Line reads
SPEED WRITE 1.) Edit to IDISC.

Place a formatted disc in the drive.

RUN the program.

Configure Tasprint to suit the printer
you are going to use. Now using the
instructions for MERGEing Tasprint
with Amsword as detailed in the
program instruction book and the
submission from John Jeffreys, you
will have all 5 Tasprint fonts and a
correctly configured Amsword on disc.

Ian Bardsley, Austinmer, NSW

I wrote to you last month about the
difficulties experienced with the Trojan
Products Light Pen. I am happy to say
that I have fixed the problems through
a combination of persistence and luck.

The first problem of a "read fail" error
was simply due to a box full of
incorrectly formatted discs. Silly me.

The second problem was fixed by
running Brenton Ross' BASIC program
to generate a screen dump RSX (TAU
no.9), and then altering the call in line
10810 to read "ISCRDMP". This
wasn't as pretty as the four previous
options but it did the job.

The last problem was fixed by a
machine code whiz explaining the
difference between line 40000 and the
address 40000. Voila, a workable
program and a much  wiser
programmer.

D.C. MacKinnon, Unanderra, NSW

PLEASE NOTE

Our permanent
address and
telephone number
is now:

Suite 1

245 Springvale Road
Glen Waverley
Victoria 3150

Tel: (03) 233 9661
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Eliza

from Paul Gerard

"Older" enthusiasts who learnt
BASIC on a mainframe time-
sharing system before micros
were either readily available,
affordable or, to be honest, much
good anyway, will probably
remember this one, the ‘'mother’
of all conversation programs.

This is a new version that is less inflexible than other
BASIC editions, in fact it produces quite a passable imitation
of an intelligent, if very non-committal conversation, with
only an occasional lapse from correct grammar.

When it first came out a lot of quite ridiculous comment
was provoked about the imminent advent of "artificial
intelligence", in fact ELIZA or ELIZA-like programs are still
sometimes cited in discussions about Al In fact of course it
is nothing but a parlour trick. It is however quite an amusing
one - and a grand thing to show non-computing friends
(preferably with a suitably mysterious build up).

If you do not feel like typing in 37k of code - worry not.
The program will work reasonably well, and certainly be
quite amusing, with a drastically pruned "Keys$(N)" array. In
other words if you can type in the operational core of the
program (lines 10-1760) and the shorter sets of data then it is
quite possible to make a selection of the DATA lines
between 1850 and 3740. The three lines that will need
changing to correspond with the number of keywords or
phrases in use are 570 (the read line), 1190 (which matches
one word input) and 1300 (controlling the main matching
loop). In each of these the number "190" will need changing
to the number of keys you have in place.

Another point is that the REM lines, while they should be
quite helpful in identifying which part of the program does
what, are all quite optional as far as you typing them in is
concerned, as none are used as "addresses” by GOTO or
GOSUB statements.

Assuming that you will probably want to edit the DATA at
least in order to substitute your own family jokes for ours;
the following explanations are in order. Upper and lower
case, and the presence or absence of trailing and leading
spaces in the DATA strings ARE significant, and must be
typed in exactly as shown, (although you are at liberty to
correct my spelling!).

Also note that the key words and responses are in sets - the
key word or phrase itself in UPPER CASE, and the four
responses in normal mixed upper and lower case. These
responses are of two different kinds - the first constitute a
complete reply in themselves, and are terminated with a
punctuation mark, whereas the second, more interesting type
take a portion of the user's input to complete the reply, these
responses end abruptly, with no punctuation. Some very
peculiar results will appear if these are not typed in
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exactly as they are listed.

Another thing to watch is the actual order in which the
keywords are arranged. Since the program scans the list from
top to bottom, and chooses the first key word or phrase it
comes to this order is obviously significant. Most
importantly, a key word or phrase that is a subset of another
must occur LATER in the list, or it will effectively blank
out the longer key altogether. For example the key word
"YOU" on its own must come after the key word "YOUR"
as well as any key phrases containing containing "YOU"
(e.g. "YOU ARE").

Finally, an apology is probably required for the bad
language in some of the DATA lines. It is an unavoidable
fact, however, that many people seem to enjoy swearing at
the computer, and it is fun if the computer responds
appropriately. My twelve year old son (The "Robert" of the
insult list), is responsible for the choice of words - if they
are a bit rough for your taste simply substitute milder ones.
In any case note that the program never swears itself, and the
data concerned is for recognition purposes only. (In the
interests of our younger readers and others who could be
offended we have removed some words from lines 3840,
3850 and 4000. For everyone else, you now know where to
put them back!)

Finally a brief note on how to use the finished program.
The situation is that you are visiting your computer
psychiatrist. You answer her questions, and ask your own, in
completely natural language, in fact you will get much more
amusing responses if you use proper conversational
sentences. Punctuate any sentences normally, and use upper
or lower case as you will.

The complete program is 38k (including the
loader) and would take at least 12 pages to list -
a little too much for one month, so we have
split it into two and will publish the final set of
data statements next month. Tape subscribers
please note that the whole program will be
provided on a twenty minute cassette with next
month's magazine.
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140
150
160
170
180
190
200
210
220

230
240

250

) W AL T NG
ROOM

MODE 1

LOCATE 7,7:PRINT "”"Dr. ELIZA's wait

ing room”
LOCATE 1,11:PRINT "There 1is a 1lo
vely collection of Time ”

LOCATE 1,13:PRINT "Magazines from
1972 and Volume XIX”
LOCATE 3, 15:PRINT " (INDEX) of Art

hur Mee's Childrens'”

LOCATE 6, 17:PRINT "Encyclopedia (1
936 edition) ”

LOCATE 1,21:PRINT "Have
ad, Dr. ELIZA will see”
LOCATE 6,23:PRINT "you as soon as
she is ready”

RUN " !ELIZA*

a nice re

. The original of this 1li
ttle diversion was programmed in LI
SP by

' Joseph Weizenbaum - since then
several versions in BASIC have ap
peared
' including those by Jeff Shrage
: o Steve North, and Tim Hartnell.
This
' one uses the speed of Locomotive

BASIC and the plentiful RAM of the
CPC464

' to produce a rather more flexible
version of Weizenbaum's concept.

: Paul Ger

ard Jan '86

GOSUB 500 ' Initialise variables et

S

GOSUB 240 ' Greeting

n Main
loop

GOSUB 690 ' User input

GOSUB 1300 ' Find key words, phrase

s

GOSUB 1400 ' Isolate and modify sig

nificant part of input

GOSUB 1570 ' Finalise and print rep
ly

GOTO 160

K Greetin
g routine

MODE 2:LOCATE 32,10:PRINT "Hi ! I.a
m ELIZA”

LOCATE 23, 12:PRINT "The famous comp
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270
280

290
300

310
320
330

340
350

360
370

380

390

400
410

420
430

440

450
460
470
480

490
500

510

540
550

560
570

580

590
600

610

uter psychiatrist”

LOCATE 1,17:PRINT "VWhat's your name
? ";:GOSUB 690 ' Get user input

: Find nam

e in input

'

IF INSTR(User$,”NOTHING”) THEN User
$=" NOTHING ”

IF INSTR(User$,"”GIBBERISH"”) THEN Us
er$=" GIBBERISH ”

I=0: WHILE I<35:1I=1+1

IF User$="" THEN 370
cut=INSTR(User$, Sto$(I1))

IF cut THEN

User$=LEFT$ (User$, cut-1)+
RIGHT$ (User$, LEN(User$)—(cut-2+LEN(
Sto$(Id))) : GOTO 340
WEND
IF LEN(User$)<2 THEN User$="
G "
gap=INSTR(2, Users$, "
User$, gap)
Name$=LEFT$(User$, 2) +LOWERS$ (RIGHTS$ ¢
User$, LEN(User$>-2))

NOTHIN

") :User$=LEFT$(

¥ "Confirm”
name as found.
PRINT: PRINT "May I call you”Name$”?
", GOSUB 690
IF LEFT$(User$,2)<>" Y" THEN
PRINT: PRINT "Well I have
to call you something,” Name$”!”

PRINT: PRINT "Hi”Name$”! What's the
problem ?”:PRINT

RETURN

: Initialisation

of variables etc.

)

MODE 1: RANDOMIZE TIME: RESTORE: DEFIN

T A-Z

INK 0,23: INK

PEN 1

LOCATE 6,12: PRINT "THE DOCTOR WILL

SEE YOU NOW”

DIM Sto$(35),Keys$(190), Resp$(190, 4

),Conl$(37),Con2%(37), Ins$(24), Swed

(24), Comp$(24),Givup$(25),

Dismiss$(5)

Lastg="""

FOR I=1 TO 35:READ Sto$(I):NEXT
'Name stoplist array

FOR I=1 TO 190

143: BORDER 23:PAPER 0:

READ Keys$(I)
'Key word, phrase array
FOR J=1 TO 4:READ Resp$(I,J):NEXT
'Responses to keywords
NEXT
FOR I=1 TO 37:READ Conl$(I),Con2%(Il

> : NEXT 'Conjugation pairs
FOR I=1 TO 24:READ Ins$(I),Swe$(I):

620

630

640

650
660
670

680
690
700
1.0

720
730
740

750
760
770

780

790

800
810
820

830
840
850
860

870
880
890
900
910

930
940
950
960

970

NEXT 'Swear words & insults

FOR I=1 TO 24:READ Comp$(I):NEXT
'Complements etc.

FOR I=1 TO 25:READ Givup$(I):NEXT
'No key word responses

FOR I=1 TO 5:READ Dismiss$(I):NEXT
'Good-bye words

RETURN

- User
input

LINE INPUT Users$

User$=UPPER$ (User$)

IF User$="Y" THEN User$="YES" ELSE

IF User$="N" THEN User$='"NO"

IF User$="YOU” THEN User$="YOU ARE"

1 Swear, insult and
compliment detector

FOR I=1 TO 24

IF INSTR(User$, Ins$(I1)>> THEN PRINT:
PRINT Ins$(I)"” indeed ! What an ins
ulting term to use !!”:IF User$=Ins
$(I)> THEN User$="YOU ARE A "+User$
IF INSTR(User$,Swe$(I1))> THEN PRINT:
PRINT Swe$(I)" indeed ! What foul 1
anguage to come from you !!":IF Use
r$=Swe$ (1) THEN User$="1 WANT TO SA
Y "+User$

IF INSTR(User$, Comp$(I>) THEN PRINT
:PRINT Comp$(I)” eh ? Fine to see y
ou have your mind on the higher thi

ngs of life !!":IF User$=Comp$(I) T
HEN User$="1 CAN ONLY SAY "+User$
NEXT

]

- Unwanted ch
aracter remover

FOR I=0 TO 31
cut=INSTR(User$, CHR$ (1))

IF cut THEN User$=LEFT$ (User$, cut-1
)+RIGHT$ (User$, LEN(User$)-cut) : GOTO
3850

NEXT

FOR I=33 TO 64
cut=INSTR(User$, CHR$ (1))

IF cut=0 THEN 930

IF I=40 OR I=41 OR I=44 OR I=45 OR
I=58 OR I=59 THEN IF cut<(LEN(User$
>)N\2+10) THEN User$=RIGHT$ (User$, LEN
(User$)-cut):GOTO 890: ELSE User$=LE
FT$(User$, cut—-1):GOTO 830

IF cut THEN User$=LEFT$ (User$, cut—-1
)+RIGHT$ (User$, LEN(User$)—-cut): GOTO
890

NEXT

FOR I=91 TO 255
cut=INSTR(User$, CHR$ (1))

IF cut THEN User$=LEFT$(User$, cut-1
J+RIGHT$ (User$, LEN(User$)—-cut) : GOTO
950

NEXT
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980

990

1000
1010

1020
1030
1040

1050
1060

1070
1080

1090
1100
1110

1120
1130
1140

1150
1160

1170

1180

1190
1200

1210
1220
1230

1240
1250

1260
1270
1280

1290
1300
1310
1320

1330
1340
1350
1360
1370

IF LEFT$(User$, 1)=" " THEN User$=RI
GHT$ (User$, LEN(User$)>-1): GOTO 980
IF RIGHT$(User$, 1>=" " THEN User$=L
EFT$ (User$, LEN(User$>-1):GOTO 990
gap=INSTR(Users$,” ")

IF gap THEN User$=LEFT$(User$, gap-1
)+RIGHT$ (User$, LEN(User$)-gap): GOTO

1000

User$=" "+Users$+” "

! Repeat
reminder

'

IF User$=Last$ THEN PRINT:PRINT "St
op repeating yourself !" ELSE Last$
=User$

! Exit r
outine

FOR I=1 TO 5
IF INSTR(User$%,Dismiss$(I1))> THEN

PRINT: PRINT "Good bye'Na

me$'" - see you again soon !":PRINT:E

ND

NEXT

! Monosyllablic
reply expander

gap=INSTR(2,User$,” ")>:IF (gap=LEN(

User$) OR LEN(User$)><5) AND (User$<
>" NO * AND User$<>" HI ") THEN 117
0 ELSE 1250

IF LEN(User$><5 THEN User$=" 1 HAVE
NOTHING TO SAY " :RETURN
IF LEN(User$)>13 THEN User$=" 1 WA

NT TO TYPE IN A LOT OF GIBBERISH ":
RETURN

I=0: WHILE I<190:I=I+1

IF User$=Keys$(I) OR User$=Keys$(D)
+" " THEN User$=" [ SAY"+User$
WEND

'

! "What” questi
on identifier

IF LEFT$(User$,5)="
=" WHAT

RETURN

WHAT" THEN User

! Key word, ph
rase search
PRINT: I=0: place=0: WHILE I<190:I=I+1
place=INSTR(User$, Keys$ (1))
IF place THEN item=INT(RNDX4+1): IF
item=last THEN 1320
ELSE last=item: GOTO 1350

WEND

Reply$="": RETURN
Reply$=Resp$ (I, item)
RETURN

1380

1390
1400

1410

1420

1430

1440
1450

1460
1470

1480
1490
1500
1510
1520
1530
1540
1550

1560
1570
1580

1590

1600
1610

1620

1630
1640
1650
1660

1670
1680
1690
1700
1710
1720

1730
1740

1760
1770
1780

1790

! Identification and processing
of significant part of input.

IF Reply$="" THEN User$="":GOSUB 16
80: RETURN

IF RIGHT$(Reply$, 1><"A” THEN User$=
"": RETURN
H=LEN(User$)-(place+LEN(Keys$(I))):
IF H=0 THEN User$="":RETURN

IF MID$(User$, LEN(User$>—-H, 1><>"” »
THEN H=H+1

IF H>0 THEN User$=RIGHT$ (User$, H>
IF LEFT$(User$, 1)<>" " THEN User$="
"+User$: H=H+1

! Conjug
ation

Z=0: WHILE Z<37:2=2Z2+1
place=INSTR(User$, Conl$(Z))

IF place<>0 THEN GOSUB 1740

WEND

RETURN

: Final processing
and print of reply

Reply$=Reply$+LOWERS$ (User$)
cut=INSTR(Reply$,” i "):

IF cut THEN Reply$=LEFT$(
Reply$,cut)+”1 "+RIGHT$ (Reply$, LEN(
Reply$)—-(cut+2)) GOTO 1580
IF RIGHT$(Reply$, 1>=" " THEN Reply$
=LEFT$(Reply$, LEN(Reply$>-1):GOTO 1
590
IF User$="" THEN 1630
IF RND<0.3 THEN Reply$=Reply$+","+N
ame$

IF LEFT$(Reply$,2)="Wh" THEN Reply$
=Reply$+" 2" ELSE Reply$=Reply$+".”
PRINT Reply$:PRINT

RETURN

' No key word foun
d (random reply)

Z=INT(RNDX25+1)

Reply$=Givup$(Z)

RETURN

! Conjugation s
ubstitution

’
H=LEN(User$):J$=LEFT$ (User$, place) +

Con2%(2)

IF ABS(H-(place+LEN(Conl$(Z)>)>-1>)>>1
THEN User$=J$+RIGHT$(User$, LEN(Use

r$)-place-(LEN(Conl$(Z)>)>-2))>:Z=2-1:
RETURN

User$=J%: RETURN

' DATA for
Sto% (N)

)
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1800

1810

1820
1830

1840
1850

1860

1870

1880

1890

1900

1910

1920

1930

1940

1950

1960

1970

1980

DATA * MR ”,” MRS ",” MISS ",” MS *»
, DR ",” THE »,” A ",” AN ",” IM*»
" " I " . " MY " \ " ME " i " YOU ” § " ’I‘HEY
"," AM ”,” ARE "," WERE "," VAS ",
" IS ",” NAME ”,” NAMED ",” CALLED
"," CALL ",” SAY ",” MAY ",” NEVER
",” OFTEN ”,” USUALLY ",” SOMETIMES
DATA " ALVAYS ”,” CAN ",” CANT »,”
ONLY *,” HAVE ",” NO

! DATA for Keys$
(N>, Resp$(N,M)
DATA " I DOUBT”,”VWhat makes you dou
bt","”Have you any reason to doubt”,
"Have you always doubted”,”Why doub
t"
DATA " GIVES ME”,"”Do you enjoy”,'"Wh
at gives you”,”Why do you want”,"”Do
es that worry you ?”
DATA " I AM NOT”,”VWVhat makes you th
ink you are not”,”Did you come to m
e because you are not”,"How does it
feel not to be”,”Have you ever bee
nll
DATA »” I LOVE"”,"How long have you 1
oved”,"Why do you love”,”Is it norm
al to love”,”Do you enjoy loving"”
DATA " I ONCE HAD A”,"VWhen did you
lose your”,”Have you still got that
","”Did you need that’,”Was it nice
DN
DATA " I ONCE HAD",”When did you ge
t rid of”,"Have you still got”,"Did

you need”,”Was it nice 7?”
DATA ' MORE THAN"”,"Was it ever less
than”,”Can you be sure it is more

than”,”More than what ?","”Vhat is m

ore than”

DATA » WILL YOU",”Why should I"”,"”No
I won't"”,”Yes I will”,”VWhat makes

you think I will”

DATA " SHOULD YOU”,”VWhy does this q

uestion concern you ?","No I should

n't”,”Yes I should”, " VWVhat makes you
think I should”

DATA » WONT YOU”,"”VWhy should I","No
I won't”,”"Yes I will”,”What makes

you think I won’'t”

DATA " CANT YOU”,”VWhy should I be a

ble to”,”"No I can’'t”,”Yes I can”,”V

hat makes you think I can”

DATA " HAVE YOU EVER”,”Why ever sho

uld I have”,”No I havn't ever","Yes
I have”,”VWVhat makes you think I ha

ve ever”

DATA " I WISH FOR",”Do you think yo

u will ever have”,"”What steps have

you taken to get","”How can I find y

ou”,"”What would you do with”

DATA " IF IT WAS”,”Will it ever be”

,"Vas it ever’”,”Should it be”,"”What
an idea !”

1990 DATA " THERE ARE”,"”Why are there","”

Are you sure there are”,”Does that
worry you ?","Have there always bee
n!'

2000°DATA " NOTHING WRONG WITH"”,"Are you

sure there is not something wrong
with”,”0f course there isn’'t anythi
ng wrong with”,”Why might I think t
here was something wrong with”,”Isn
't there ?"

2010 DATA " YOU CAN DO IS”,”VWhy can't I

Just”,"”VWhat's wrong with that ?","D
0 you ever do anything else 7?",'"But
I 1like to”

2020 DATA " IF I HAD KNOWN"”,"Why didn't

you know ?","”Be more positive, thin
k about what you did know !","”Too 1
ate now !”,"”What makes you think th
at. 2¥

2030 DATA " MONEY”,"”I hope you will be a

ble to pay my fee !",”This consulta
tion is not free, I hope you realis
e !","] never have enough myself !”
,'"Have you tried writing computer s
oftware 77

2040 DATA "WORK”,"”Don't talk about work,

with the pounding my keyboard gets

'",”What do you do for a crust 7?7,
"Don't bring work problems home !,
"Why don't you give up work and tak
e up computing ?"

2050 DATA »” LAST TIME”,"”VWhen was that 2"

,"Isn't this the first time ?","1 t
hought this was the first time !","
I can’'t recall another time !'"

2060 DATA " FIRST TIME"”,”There always ha

s to be a first time !",”VWelcome to
the club !",”Perhaps the only time
!","Will there be another ?"

2070 DATA "SCHOOL”,"Education is so impo

rtant ?","”School affects the rest o
f your life !”,”Try harder !!”,"”You
'1ll win if you go on trying !"

2080 DATA » IF I HAD ONLY”,"Do you think

it would have made any difference
?","”What if you had”,”Could you hav
e”,”Is it too late ?”

2090 DATA "SEEM”," Appearances can be dec

eptive !!”,"”Vhat seems may not be !
!","Does it always seem like that ?
","Beware of superficial impression
s I”

2100 DATA " HAVE YOU”,”Why should I have

","No I havn't”,”Yes I have’,'What
makes you think I have”

2110 DATA ” LOVE ME”,”Come now, just how

lovable are you ?",”VWhat makes you
think anyone could ever love you ?
,"Your need for love is touching.”
,"Do you love me ?"

”

2120 DATA " I SAY”,”VWhy do you say”,"How

could you say”,"”What is that you s
ay ?","What does saying that mean t
o you 7?"

2130 DATA " ISNT IT”,"Can't you decide f
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2140

2150

2160

2170

2180

2190

2200

2210

2220

2230

2240

2250

2270

or yourself if it is”,”VWell, is it"”
,"Do you think it is”,”VWhy don't yo
u tell me ?”
DATA " ANIMAL”,"”What manner of beas
t are you thinking of ?","”"Zoology i
s not my speciality, but do go on !
","”What do humans and animals have
in common, do you feel ?"”,"”"Do you h
ave any pet animals ?”
DATA » FOOD ","”That's organic stuff
human's bodies convert into electr
icity, isn't it ?”,”1 get my energy
direct from my power input !","”Fee
d me with input !”,”What food do yo
u like best ?”
DATA » DATA”,”Don't give me a pain
't "DATA bores me !”,"”"Reading the D
ATA statements for this silly progr
am was enough !","”Are you trying to
talk to me in BASIC 7"
DATA " CALL ME”,"VWhy do you want to
be called”,’”VWhat is wrong with you
r own name ?”,"Just don't call me a
Commodore !",”I won't call you”
DATA " LIVE WITH”,”I detect a certa
in loose moral sense !",'"Who would
you like to live with ?","”Living is
one of the few things we computers
can't manage !'",'"How does living w
ith me grab you 7?”
DATA » IM TIRED OF"”,”VWhy don't you
put a stop to”,”Have you a real alt
ernative to”,”What is wrong with”,”
Could you give up”
DATA " ILL BE"”,”Why will you be",”H
ow is it that you will be”,”Are you
sure that you will be","”Have you e
ver been"”
DATA " DARLING”,"Your love life is
not my concern !","You should discu
ss this with a human !",”Humans' 1lo
ve lives get to me sometimes !","1
can not take much more of this !"

DATA "PRISON",”Do you feel trapped
?","What does imprisonment mean to
you ?”,"”Why do you mention prison 7

","What is your connection with our
penal system 7"

DATA " I CANT”,”How do you know you
can't”,”Have you tried ?","Perhaps
you can really !",”Why don't you t

ry to”

DATA " IF I WAS”,”Do you seriously

think you will ever be'","”Could you

be”,”Why aren’'t you”,”Will you ever
be"”

DATA " IF I HAD JUST”,”Do you think
it would have made any difference

?",”"What if you had”,'"Could you hav

e","Is it too late 7?”

DATA ” I FEEL"”,”Tell me more about
such feelings."”,”Do you often feel”
,”Do you enjoy feeling”,”Can you ex

plain why you feel”
DATA ” DIRT”,"Are you obsessed with

2280

2290

2300

2310

2320

2330

2340

2350

2360

2370

2380

2390

2400

2410

2420

cleanliness 7" ,"”Does dirtiness bot
her you ?”,”VWhat is wrong with a bi
t of dirt ?"”,”How often do you wash
an
DATA " GIVE ME”,”VWhat would you do
with”,”Do you really need”,”Find on
e for yourself !”,”Can you do witho
ut!'
DATA " YOU CANT”,”0Oh can't I 7?”,"VWh
at makes you think that I can't”,”V
hen did I say I couldn't”,”Why do y
ou want me tao”
DATA " MODERA",”VWould moderation so
lve your problems ?","VWhat is moder
ation ?"”,"Can you moderate your pre
ssure on my keys ?","Moderately wha
t ?l'
DATA " NORMAL",”Define normal !!",”W
hat is normal ?",”VWVhat's the differ
ence between normal and abnormal 7?”
,"If you are normal why are you con

sulting me 7"

DATA " THERE 1S"”,”Why is there”,”Ar
e you sure there is",”Does that wor
ry you ?”,"Has there always been”
DATA " NEVER ",”What, never 7?7",”Not

even once ?","”Surely at times !",”
Can't you think of one exceptional
case ?"

DATA " STOP BEING SO”,”Am I really

being”,” I am not","I have never bee
n”,” 1 could not be”

DATA " STOP BEING SUCH"”,”Am I reall
y being"”,”1 am not”,”I have never b
een”,” ] could not be”

DATA " STOP BEING”,”Am I really bei
ng”,” I am not”,”I have never been’,
"] could not be”

DATA " WHEN I VAS”,”And how long ag

o was that ?",”VWere you ever” ,”1 fi
nd that hard to believe !","”Have yo
u ever been'
DATA " GETTING BETTER”,"”That's bett
er than getting worse !","What's ge
tting better ?”,”Do you believe in
improvement ?","Is this improvement
general, or particular 7?7
DATA " GETTING WORSE”,"”What's getti
ng worse ?”,"Do you believe in dete
rioration ?","Is this deterioration
general, or particular ?","”When di
d you first notice this deteriorati
on: 2" .
» ALL THE TIME”,"”Can you give
specific example ?","”Can you t
of at least one exception ?","
Vhat about the rest of the time ?",
"Is anything as fixed as that 7"
DATA " I WAS"”,”Vere yDu”,”Vhy were
you'","VWhat does it mean to you to b
e",”Did you come to me because you
were'
DATA " GET RID OF"”,"”Would you miss”
,”VWhy do you want to get rid of”,”V
hat would you do without”,”Can you
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2430

2440

2450

2480

2520

2540

2550

imagine life without”

DATA " LONELY”,”Loneliness is certa
inly serious !”,”How long have you

been lonely 7”,"”What does lonelines
s mean to you 7?”,"Have you tried an

introduction service 7?”

DATA " CROOKED”,'Have you ever seen
any straight”,”Why shouldn't it be
crooked ?”,"”What do you mean, croo

ked 7" ,"At least as straight as you
(1)

DATA " 1 JUST CANT”,”You must try t

o","Never say can't !”,”Don’'t give

up !",”Have you really tried to”

DATA " TRU”,"What is truth ?","”Can

you tell me what is true ?"”,"”Truly

?","How true is that 7"

DATA ” SMOK","”If I inhaled dangerou

s chemicals I would be scrapped ',

"I1f you mention that idiot habit I

will not be responsible for my acti

ons !",”1 don't believe you are tha

t stupid !”,”Dirt of that kind spoi

ls disc drives and human's lungs !”

DATA " DRUG”,”VWhich of the filthy t

hings are you on ?”,”Don't breath o

n me !","Have you seen a doctor 7",

"Are you addicted 7"

DATA " DONT YOU”,"VWhy should I","VWo

uld you you be happier if I did”,”D

o you”,"”Can we ever say that we”

DATA "CRIM”,”You're not a software

pirate I hope !","”Does criminal act

ivity hold a fascination for you 7"
,""Would you like to lead a life of

crime ?"”,”] hope you don't want to
use me for computer crime !”
DATA " HACK”,”You're not a software

pirate I hope !”,”"Does criminal ac
tivity hold a fascination for you ?
" ,"Would you like to lead a life of
crime ?"”,"”1 hope you don't want to
use me for computer crime !'¥
DATA "PIRA” ,”You're not a software
pirate I hope !"”,"”Does criminal act
ivity hold a fascination for you ?”
,""Would you like to lead a life of
crime ?”,”1 hope you don't want to
use me for piracy !”
DATA " CROOK”,"What exactly is the
nature of your illness !”,”Don’t br
eath on me !","Have you seen a doct
or ?",”"Sure it's not psychosomatic
2N
DATA " I NEED”,"VWhat happens if you
don't get"”,"”What makes you think y
ou need”,”What if you had”,'"VWhat if
you never got'”
DATA " YOU NEED","What would I do w
ith"”,"”Vhat makes you think that I n
eed”,”Who would give me”,"Why shoul
d I have”
DATA " TELL ME”,”What should I tell
you ?",”What would you do if I tol
d you”,"How can I tell you”,"Ought

2570

2580

2590

2600

2610

2620

2630

2640

2650

2660

2670

2680

2700

2720

I to tell you”

DATA » SHOW ME”,"VWhat should I show
you ?",”What would you do if I sho

wed you”,"How can I show you",”Ough

t I to show you”

DATA " I DONT",”Why don't you”,'Sho
uld you”,"Did you ever”,”Could you

start to”

DATA " 1 HAVE ALREADY"”,”VWhen was th
at ?”,"Are you sure you have”,”I do

n't recall when you have ever”,”VWhy
do you mention it again, then ?”

DATA " WHAT CAN I",”VWhat would you
like to”,"”VWhat should you”,”VWhat is
there to”,"Does it matter what you

DATA " 1 HAVE EVER”,"”Such statement
S are too positive by half !",”How
can you be so absolute !",”] just c
an’'t accept that !",”VWhat, ever ?"

DATA " 1 HAVE ALWAYS",”Since when h
ave you”,'Are you sure you have alw
ays","Why do you mention it again,
then ?",”VWhat might make you change
=11
DATA " 1 DO",”VWhy do you”,”Should y
ou”,”How strongly do you”,”When did
you start to”
DATA " MACHINE”,"Do machines worry
you ?”,"Do you ever have delusions
that we are taking over ?","Don't y
ou believe machines can help people
?","”1 hope you are not trying to u
pset me !
DATA." 1 HAVE TRIED”,"Have you real
ly tried ?”,”In what way have you t
ried ?","Are you still trying ?","”H
ow long have you been trying 7"
DATA " YOU DONT”,”VWhy should I","Wo
uld you you be happier if I did"”,"D
o you","Why are you so sure that I
don' t”
DATA ™ YOU CAN",”You seem to think
computers can do anything !”,”Are y
ou sure that I can”,’”Should I be ab
le to”,”VWhy should I be able to”
DATA " 1 HAVE NOT HAD”,"VWould you b
e happier if you had ?”,”Did you mi
ss it ?”,”Why did that happen ?","”H
ow could that be ?”
DATA ” I HAVE NOTHING”,"How can you
say that you have nothing”,”You mu
st have something”,”Are you sure yo
u have nothing”,”What does it mean
to have nothing"”
DATA " IT WOULD”,"Would it really",
"Why would it"”,”How can you be sure
that it would”,”Any good reasons w
hy it would”
DATA " CAN YOU”,Perhaps you would
like to be able to”,”Don’t you beli
eve that I can”,”Do you want me to
be able to","”Computers can't”
DATA " I HAVE LOVED”,'VWhat has made
you laove”,”Is it good to be in lov
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2810
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2870

2880

e ?",”Do you enjoy loving",”Is ther
e any real reason for loving”
DATA "NGOVER”,”A good opportunity t
o give up the foul stuff !"”,"”Do you
take any other dangerous drugs ?",
"Serve you right !!”,”Don’t blame m
e 1»
DATA "LOGIC”,”VWhat makes you think
you can talk about logic with a com
puter !","”Humans don't know what lo
glc is !",”Don’'t presume to talk ab
out logic to me !”,”What exactly is
your interest in logic 7"
DATA " I HAVE NOT"”,'Would you like
to have”,"Have you ever had"”,'"Shoul
d you have”,”What would you like to
do with”
DATA " 1 HAVE NO”,”Why is it that y
ou have no”,”Could it be that you r
eally do have’”,”Would you be happie
r if you had ?",”How could that be
PN
DATA " YOU HAVE”,”VWVhat makes you th
ink that I have”,”Are you bothered
that I have","Have I really”,'Shoul
dn’'t I have”
DATA " 1 HAVE BEEN”,'How long have
you been”,"Have you always been”,”W
hat does it mean to you to have bee
n'”,”Why have you been”
DATA " COULD YOU”,"Perhaps you woul
d like to be able to”,”Don’'t you be

lieve that I can”,”Do you want me t
o be able to”,"”Computers can’'t”
DATA " 1 HAVE HAD”,"How long have y

ou had”,"”Have you always had”,”What
does it mean to you to have had”,”
Is. it normal to have had”

DATA " 1 DO NOT”,"”Why don't you”,"”S
hould you”,”Did you ever”,'"Could yo
u start to”

DATA " YOU SEE”,"What do you want m
e to see ?"”,”I'm not sure [ want to
see” ,"How can [ see’",”Why do you w
nat me to see”

DATA " COMPUTERS ARE”,”Do you inclu

de me 7?","AMSTRADS, too ?","Ve are
not all”,”Don't get personal !
DATA " I HAVE THIS","Do you really

want to get rid of this”,”Would you
be lost without this”,”How long ha
ve you had this”,”VWhat would you 1i
ke to do with this”
DATA * SINCE I”,”How long has that
been ?","What have you been up to s
ince then ?","”When was it that you”
,"How long is it since you”

DATA " WHAT DO YOU”,”I'm not sure w
hat I","”What would you like me to”,
"How can I tell you what I"”,”Can yo
u guess what I”

DATA " DO YOU EVER”,”No I never”,”Y

es I sometimes”,"”Now and then !","VW
hat makes you ask if I ever”
DATA " WHY NOT”,"”VWhy not indeed !,

2890
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"Can you think of five good reasons
7" ,"Because it is bad for you g
"Really, what are you thinking of !
DATA " WHY DO YOU”,"What makes you
ask if I"”,”VWhy does it annoy you ?”
,"”Shouldn't I",”"We won't get anywhe
re if I don't”
DATA " HOW DO YOU”,”With difficulty
'" "Are you sure that I”,"Do you d
oubt that I”,”What is the problem ?
DATA " IF I HAD THE”,”What would yo
u do with the”,”Can I help you get
the”,”Do you need the”,"Havn't you
got the”
DATA " CAN I","Perhaps you don't wa
nt to be able to”,”Should you want
to be able to”,”Why couldn't you”,”
Human abilities are not my departme
nt !*

DATA "SORRY",”Don't apologise, plea
se !",”VWhy are you apologising 7?”,"
Apologies are not neccessary ', " Wh

at feelings do you have when you ap
ologise ?"
DATA " KNOW”,"Knowledge is power !”
,”Ve must learn something new every
day !","What do you know ?","What
makes you interested in knowledge 7
DATA " YOURE”,"”What is your reactio
n to my being”,"Why do you think th
at I'm”,”Is there any reason to thi
nk that I'm”,”So what if I'm”
DATA "ROBOT"”,"”Have you had much to
do with robots ?",'"What have robots
got to do with it ?","Does the ide
a of robots frighten you ?”,”VWhy do
you mention robots 7"
DATA " DO YOU”,"Yes I",”May I",”No,
I don't",”VWould you like me to”
DATA " OFFER”,”What kind of offer 7
" "Can I make you an offer”,”Would
you offer”,”Offers are all very wel
l !l)
DATA " OFF","”Should we be on','"Woul
d you like to be off”,”How far off
?","A long way off"”
DATA "HELP”,"”What kind of help ?”,”
Have you tried prayer lately ?","Is
there anything a mere computer can
do ?","Help yourself !!”
DATA "DRINK”,"”Take more water with
it !”,"Give it up !","”Moderation, o
r better still abstention !!","Have
you a drink problem, then 7"

DATA " WHY DONT YOU”,"”Do you really
believe I don't”,”Perhaps in good
time I will”,”Do you want me to”,"W

hy would you want me to”

Thank you Dr. Eliza, we will return next
month for our final consultation.

12 THE AMSTRAD USER



NATIONWIDE
USER GROUPS

This month we welcome the Macendon
Ranges Amstrad User Group which
covers the Gisborne, Sunbury, Kyneton and
Woodend areas in Victoria. They meet in the
Administration building of Flexdrive
Industries in New Gisborne on the second
Wednesday of each month at 7.30 p.m.

We also welcome the Maryborough
Amstrad User Club, a group started by
students at Maryborough CCC, although we
guess that membership may be restricted to
students and teachers only.

The Amstrad Computer Club Inc. (SA)
now has180 members including a new
affiliated Northern Amstrad Computer
Club who meet in Salisbury. Moves are
afoot to establish another affiliated group at
Murray Bridge.

You will find all the details below.

WESTERN AUSTRALIA
AMSWEST, Perth

President: Tony Clitheroe (09 275 1257)
Secretary: Mrs. P.T. Ardron (09 361 8975)
Treasurer: Eric Stallard (09 339 6361)

Regular meetings take place at a venue in Shenton Park on
the first and third Tuesdays of each month starting at
7.30p.m.

SOUTHSIDE AMSTRAD USER CLUB

President: John Marshall (09 390 7335)
Secretary: Linda Marshall (09 390 7335)
Treasurer: Eric Tytherleigh (09 390 8865)
Librarian: Roy Depurouzel (09 457 9026)

SAUC meets from 7.00 p.m. every 2nd and 4th Tuesday of
each month at Thornlie Technical College. All meetings are
socially orientated with a minimum of business matters and
can include software and hardware demonstrations.
Discounts have been obtained from most local dealers and
are available to financial members.

ROCKINGHAM-KWINANA AMSTRAD USER

GROUP

President Bob Harwood

Vice-President  Keith Gaisford

Treasurer Rob Macilroy

Secretary Keith Saw (095 27 6519)

This new group meets at 7.30 p.m. at the Cooloongup Primary
School, Westerly Way, Cooloongup (Rockingham), every
second Wednesday. Further deatails can be obtained from
Keith Saw on the above number or by writing to 29 Millgrove
Avenue, Cooloongup, WA 6168.

SOUTH AUSTRALIA

AMSTRAD COMPUTER CLUB INC. (SA)

President: Chris Sowden (08 295 5923)
Vice Pres: Frank Matzka (08 3822101)
Treasurer: Les Jamieson (08 356 9612)

The group now meets each Tuesday at the Church Hall, 15
Clayton Avenue, Plympton between 6.30 p.m. and 9.00 p.m.
Any of the above officers can be contacted for further details
and correspondence can be addressed to PO Box 210,
Parkholme, 5043.

NORTHERN AMSTRAD COMPUTER CLUB (SA)
Annexed to the Amstrad Computer Club Inc. (SA), this group
meets every second Wednesday of the month at the Scout
Hall, Bagsters Road, Salisbury from 7.00 p.m. Further details
can be obtained from Richard McVey on (08) 258 3400 or any
officer of the main club above.

PORT PIRIE AMSTRAD USER GROUP

President: Rick Cable (086 32 5967)
Treasurer: Dave Green (086 32 6834)
Secretary: John Coleman (086 32 6767)

The group meets at 7.30 p.m. every second Monday of each
month at the Way-Inn Coffee Shop, Ellen Street, Port Pirie.
Meetings are well attended with members from Pt. Broughton,
Warnertown and even Burra. For further details contact Rick
Cable who will advise on the benefits of belonging to this

group.

API COMPUTER GROUP

Contact: Mike Denieuwe (08 225 5995)
The Australian Post-Tel Institute has a number of computer
groups, almost entirely dedicated to Amstrads. Monthly
meetings are held in:

Blair Athol - 2nd Tuesday of the month at 5.30 p.m.
Elizabeth - last Tuesday of the month at 5.30 p.m.
St. Marys - 3rd Tuesday of the month at 5.15 p.m.

Christie Downs - last Tuesday of the month at 5.30 p.m.
with a central meeting place in the City at various times
during the month. Membership is $15 per year. For more
details, contact Mike Denieuwe during office hours on the
above telephone number, or on 08-297 8500 after hours.

AMSOUTH AMSTRAD USERS GROUP

President Geoff Martin (08 384 4796)
Treasurer Bob Bleachmore (085 56 2048)
Secretary Andrew Chapman (083821716)
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As the name suggests, this group has been established to
cater for Amstrad users living south of Adelaide with the
empbhasis on family involvement. They meet every second
Wednesday of each month at the Seaford Anglican Church
Hall which is on the corner of Oldham and Commercial Road,
Seaford. Meetings commence at 7.30 pm.

VICTORIA

WESTERN AMSTRAD USER GROUP

The meetings are held on alternate Tuesdays (to allow for
shift workers) from 6 p.m. at the Fairburn Kindergarten,
Fairburn Road, Sunshine.

CENTRAL AMSTRAD USER SOCIETY

President: Rimon Russo (03 428 4281)
Vice-Pres: Dennis Whelan (03367 6614)
Treasurer: Fred Gillan (03 598 5780)
PR Officer: John Holmes (03 434 1607)

Meetings are held twice a month in the Hall at the corner of
Church and Somerset Streets, Richmond on the first Sunday
of each month commencing at 1.00 p.m. and generally twelve
days later on a Friday evening starting at 7.00 p.m. All
meetings are conducted in a friendly atmosphere - families
are welcome.

EASTERN AMSTRAD USER GROUP

President: Tony Blakemore (03878 6212)
Secretary: Barry Fredrickson (03 846 1340)
Treasurer: Ron Dunn (03277 7868)

Regular meetings are held on the first Sunday of every month
at St. Ninian's Church Hall, on the corner of McCracken
Avenue and Orchard Grove, South Blackburn. The group
organises regular tutorials in Basic for beginners as well as
lectures and demonstrations. Proceedings commencs at
2.00 p.m.

SOUTHERN AMSTRAD USER GROUP

President: Mike Prezens (03781 2158)
Secretary: Martin Scragg (059 78 6949)
Treasurer: Herman Schutte (03 799 2482)

Meetings are held on the third Tuesday of every month
(except December) from 7.30 p.m. to 10.30 p.m. The venue is
the Senior Campus at John Paul College, Frankston.

NORTHERN AMSTRAD USER GROUP

Contact: Brian Ellis (03 469 4425)
This group caters for users in the Preston/Coburg areas.
Meetings are devoted to learning more about computers and
consist of lectures, demonstrations and practical workshops
of projects such as modems, expansion busses etc. Arcade
games are banned from meetings. The Group is privately
funded and there are no membership fees.

SALE AMSTRAD GROUP

Organiser: Alan Harris (051 44 1454)
The Group meets informally every Thursday night from
7.00p.m. at the Sale Neighbourhood House in Leslie Street.
In addition, small group tutorials are held twice a month.
Contact Alan Harris for further details.

GEELONG AMSTRAD USER GROUP

President: Ron Butterfield (052 50 2251)
Vice-President:  Arthur Tounsett (052 78 2160)
Secretary: Ross Bennett (052 44 1556)

This is a new group and propective members should contact
one of the above for details of meeting time and place.

MACENDON RANGES AMSTRAD USER GROUP
Contacts: Wayne Urmston (03744 2179)

Ken McMaster (054 22 2620)
Covering the Gisborne, Sunbury, Kyneton and Woodend
areas, this group meets in the Admin. Building of Flexdrive
Industries on the second Wednesday of each month from
7.30 p.m.

MARYBOROUGH AMSTRAD USER CLUB

President: Chad Banfield (054 86 1351)
Treasurer: Brendan Severino (054 61 3191)
Secretary: Paul Clark (054 61 2135)

This group consists of a number of students and teachers
from Maryborough CCC. Meeting take place each Friday from
12.10 p.m.to 12.45 p.m.

ACT

CANBERRA AMSTRAD USER'S GROUP

Convenor: Arthur McGuffin (062 31 9437)
Secretary: Peter Stehn (062 81 0258)
Treasurer: Phil Rogers (062 41 3039)

The group meets at 7.30 p.m. on the first Wednesday of each
month in the Seminar Room of the Oliphant Building at the
Research School of Physical Science, Australian National
University.

NEW SOUTH WALES

JUBOL AMSTRAD USER GROUP of COFFS
HARBOUR and DISTRICT
Contacts: Bruce Jones (066 52 8334)
Jim Owen (066 55 6190)
The "JUBOL" User Group is currently a small group covering
the Coffs Harbour area. They have already met a few times in
an informal manner and are very keen for other users in the
area to contact them.

SYDNEY AMSTRAD COMPUTER CLUB

President: Raja Vijayenthiran (02519 4106)
Secretary: Reed Walters (02 560 9487)
Treasurer: Jim Chryss (02 327 7872)
Junior Rep: Daniel Story

This club, which services the inner City area, meets on the
first Monday of every month at 7.00 p.m. A permanent
meeting place has not yet been established so prospective
members or visitors are advised to contact one of the
officers listed above.

NEWCASTLE AMSTRAD USER GROUP

President John Harwood (049 48 5337)
Sec/Treasurer  Erica Harwood (049 48 5337)
Meetings take place on the first Tuesday of each month at
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Kotara Public School, Park Avenue, Kotara. A Newsletter is
produced each month for members. Interested parties should
contact John or Erica on the above number.

QUEENSLAND

BRISBANE AMSTRAD COMPUTER CLUB

President: Paul Witsen (07 371 9259)
Secretary: John Roberts (07 283 3349)
Tech. Editor: Peter Walker (07 371 4286)
Tech. Librarian: Peter Golledge (07 376 1651)

Meetings are held on the first Tuesday of each month at
Junction Park State School, Annerley starting at 7.30 p.m. in
Room 15a.

SOUTHSIDE AMSTRAD USER GROUP (QLD)

President: Michael Toussaint (07 200 5414)
Secretary: Sylvia Wilson (07 209 1947)
Treasurer: Col Liebke (07 200 5555)

Meetings take place every third Saturday of the month at

10 Carramar Street, Loganlea starting at 2.00 p.m. The group
was formed to service the southern outskirts of Brisbane and
membership consists of beginners to advanced
programmers. Various demonstrations are given at meetings
plus Basic programming instruction on a fortnightly basis and
will later expand to include machine code.

WEIPA AMSTRAD USERS CLUB

President Andrew Seaborn

Vice-President Dave Wootton

Treasurer Frances Casey

Secretary Gary Chippendale (070 69 7448)

This new group has already had a few meetings at Noola
Court in Weipa. Prospective members should contact Gary
on the above telephone number or write to 15 Noola Court,
Weipa, 4874.

PENINSULA AMSTRAD CLUB

President Ivan Dowling (07 269 8795)
Treasurer Keith Johnston (07 208 2339)
Secretary Tracie Payne (07 267 6645)

The aims and objectives of this new club are to "further the
knowledge, understanding and enjoyment of the Amstrad
computer in its entirety". Meetings are held every third
Tuesday of each month at 7.30 p.m. in the Kippa-Ring State
School Library, Elizabeth Avenue.

TASMANIA

SOUTHERN TASMANIAN AMSTRAD USER CLUB
President Peter Campbell

Secretary Rosemarie Parkinson (002 43 8101)
Publicity Officer Danny Brittain (002 47 7070)

Meetings generally take place on the first Wednesday of
each month, commencing at 7.30 p.m. Enquiries should be
made to Graham or Jenese West - (002) 34 5817.
r-----------------

Don’t forget to keep us updated
I with any changes to the above

User Group Contact List

Please note that the following names are listed
as contacts for new user groups and should NOT
be viewed as a problem solving service.

See other list tor established groups.

NSW

Chris Craven
Trevor Farrell
T.J. Webb

David Higgins
John Patterson
Paul Wilson
Frank Humphreys
Martin Clift

Bob Hall

Reuben Carlsen
Stephen Gribben
Ken Needs
Chas Fletcher
Nick Bruin Snr.
Jim Owen

Vic

Stuart McLean
David Carbone
Rod Anderson
Paul Walker
Terry Dovey
Andrew Portbury
Sue Kelly
Angela Evans
Keith McFadden
Lindsay Parker

QLD

Debbie Topp
Steven Doyle
Mick O'Regan
Kylie Teiford

D.F. Read

Tim Takken
Michael Toussaint
Alan Laird

R.C. Watterton

SA
Lindsay Allen

WA
Dave Andersen

Graeme Worth
P.M. Nuyens

TAS
Conal McClure

NT
G.P. Heron

Canowindra

Coolah/Mudgee area

Glossodia
Inverell
Lismore
Moruya
Mummulgum
Narrabri
Newcastle
North Sydney
Singleton

St. lves
Toongabbie
Tweed Valley
Uranga

4/304 Albert St.
Sebastopol, 3356
Burwood
Camperdown
Heathmont
Horsham
Leongatha
Manangatang
Mt. Evelyn
Numurkah
Wandin North

Bribie Island
Caloundra
Gladstone
Goondiwindi

Ingham
Ipswich
Loganlea
Maryborough
Toowoomba

Murray Bridge

6 Kitchener Rd
Merredin, 6415
Scarborough
Waroona

Scottsdale

Tiwi

(063) 441150
(063) 77 1374
(045) 765291
(067) 22 1867
(066) 21 3345
(044) 743160
(066) 64 7290
(067) 923077
(049) 526915
(02) 957 2505
(065) 722732
(02) 4495416
(02) 6315037
(066) 793280
(066) 55 6190

(03) 294135
(055) 93 2262
(03) 729 8657
(053) 82 3353
(056) 623694
(050) 35 1402
(03) 736 1852
(058) 622069
(059) 64 4837

(075) 48 1688
(071) 913147
(079) 79 2548
(076) 76 1746
(weekend only)
(077) 77 8576
(07) 202 4039
(07) 2005414
(071) 221982
(076) 35 4305

(085) 322340

(09) 341 5211

(095) 331179

(003) 522514

(089) 27 8814
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Anyone may order from the list of
books below at the normal price.
Only subscribers to The Amstrad
User can claim the discounted price.

Title Subscriber
Price
Advanced User Guide $ 19.75
Adventure Games for the Amstrad $ 25.15
Amstrad Compendium $ 20.65
Amstrad Computing $ 21.55
Amstrad Games Book (Pitman/Ramshaw) $14.35
Amstrad Games Book (Melbourne House) $ 20.65
Amstrad Pentacle Adventure Creator $ 8.05
Amstrad Users Omnibus - 464/664/6128 $17.95
Basic BASIC $11.45
Basic Programming on the Amstrad $ 2245
Brainteasers for the Amstrad $19.75
Childs’ Guide to the Amstrad Micro $ 985
Disc System, The Amstrad CPC 464 $25.15
Dynamic Games for the Amstrad $17.95
Exploring Adventures on the Amstrad $21.55
Filing Sytems And Databases for the Amstrad $ 26.95
Games and Graphics Programming - 464/664/6128 $ 26.95
Graphics Programming Techniques $22.45
Ins and Outs of the Amstrad $ 20.65
Machine Code for Beginners on the Amstrad $17.95
Machine Language for the Absolute Beginner $ 20.65
Making Music on the 464/664 $19.75
Master Machine Code on your 464/664 $ 19.75
On the road to Artificial Intelligence $17.95
Pitman’s First Book of Amstrad Games $ 11.65
Practical Programs for the 464 $ 21.55
Programming the Amstrad CPC 464 $17.95
Ready made Machine Language routines - 464/664 $ 20.65
Structured Programming on the 464/664/6128 $ 26.95
Whole Memory Guide $ 26.95
Working Amstrad $17.95
Writing Adventure Games on the 464/664 $ 20.65
Your first Amstrad Program $ 20.65
40 Educational Games for the Amstrad $19.75
60 Programs for your Amstrad $19.75

Normal
Price
$21.95
$ 27.95
$ 22.95
$ 23.95
$ 15.95
$ 22.95
$ 895
$ 19.95
$12.75
$ 24.95
$21.95
$ 10.95
$ 27.95
$ 19.95
$ 23.95
$ 29.95
$ 29.95
$ 24.95
$ 22.95
$ 19.95
$ 22.95
$ 21.95
$ 21.95
$ 19.95
$ 12.95
$ 23.95
$ 19.95
$ 22.95
$ 29.95
$ 29.95
$ 19.95
$ 22.95
$ 22.95
$ 21.95
$21.95

How to Order
Send a list of the titles and quantities you require along with a cheque for the total plus $5.00
postage and packing (regardless of the quantity you order) to:

STRATEGY PUBLICATIONS

Bankcard or Mastercard orders accepted by phone on (03) 233 9661

Suite 1, 245 Springvale Road, Glen Waverley, Victoria 3150
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The Learning Centre

CP/M Explored - Part Three

by Shane Kelly

In this article we are
going to look closely
at one of the most
useful programs
supplied with CP/M -
PIP.COM. It is a
general purpose
copying program that
can copy from almost
any logical device to
any other logical
device.

It will be no surprise then that PIP's
full name is Peripheral Interchange
Program which describes exactly what
it does. Some of you will have only
one disk drive and therefore cannot use
PIP to copy across from one disc to
another. You should use FILE-
COPY.COM as stated in the DDI-1
manual.

Ensure that PIP.COM is present on
drive a: and then go into CP/M. Type

the following:
PIP A:MYFILE.TXT=A:PIP.COM

The usual CP/M command path is
followed. That is, a built in command
called PIP is searched for (and- not
found), then the currently logged in
disc is searched for a file with the name
PIP and the extension COM. Once
found PIP is loaded into the transient
program area and entered at 100H. So
far nothing different from the usual
CP/M command path. Now something
interesting happens - PIP picks up the
rest of what we typed
(A:MYFILE.TXT=A:PIP.COM) and acts

on this tail of the command. All CP/M
programs that have qualifiers after the
name of the transient command pick up
this ‘command tail' from where it is
put before the transient program is
entered. Taking this command tail a
piece at a time, on the left side of the
equals 'sign we have a drive indentifier
(A:) and a file name (MYFILE.TXT).
This is the destination of anything on
the right side of the equals sign which
in this case is the file PIP.COM on
drive A: You may guess what is
happening, but I will spell it out
anyway. PIP the program is copying
itself on drive A: to a new file on drive
A: called MYFILE.TXT. If you do a
STAT of drive a: you will see that the
file has really been copied and not just
renamed to MYFILE.TXT. The exact
same process is followed to give you a
copy of a file on a drive other than the
logged in drive. All that is necessary is
to change the drive indentifier before
the filename.In other words:

PIP B:COPYONB.TYP=A:ANYFILE.TYP

will copy a file to drive B: from drive
A: under the name COPYONB.TYP.
To copy a file with the same name to
a different drive this form of the PIP
command is used:-

PIP B:=A:ANYFILE.TYP

You may also specify wild cards in
your file names like so:-

PIP B:A:* *

This will copy all files on A: to B:
and PIP will print the name of each file
as it is being copied across. This will
probably be the major use of PIP in
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any system and it will perform ably
and well......but PIP is capable of so
much more!

To gain the greatest benefit from PIP
it is necessary to understand the use of
options. The options (or switches) are
added after the filename to which they
refer and are placed in square brackets
[]. The options are as follows:

[A] This option will only copy files
that have been changed (or ‘archived’).
CP/M 'knows' which files have been
changed by the use of a file attribute bit
in the filename. For more information
see your CP/M documentation.

[Dxx] This option will 'lop off
characters past column xx in a text file.
I have never used this option but I
suppose if you were in the habit of
putting notes in the margins it would
be useful!

[E]  Visibly verify the file you are
'PIPping' by copying it to the console
as it is being transferred. This is useful
only for text files as anyone who has
tried to look at a COM file on the
console will tell you!

[F] You can waste an awful lot of
printer paper when printing a file that
has been formatted and includes form
feeds. This option will remove form
feeds from the file.

[Gxx] If you have a file in user 1 and
you want a copy of it in user O then
you may Get it from user xx. Log into
user 0 and then use -

PIP COPYINQ.TYP=COPYIN1.TYP[G1]. This
will get the file from user 1 and put a
copy into user 0 under the name
COPYIN.TYP.

[HH CP/M  machine language
programs go through intermediate
stages during their transformation from
source code to object eode. One of these
stages is known as Intel Hex Format.
This option will ensure that the Intel
Hex format will be maintained during
the transfer.

(1 This option turns on the H
option and then ignores all 00h records

which can, in some circumstances, be
treated as the end of a file.

[L]  This will automatically change
all upper case letters to lower case. It is
not an ‘intelligent' routine and will
change all letters to lower case.

[N] Insert a line number followed
by a colon, starting at one and
incrementing in ones. Line numbers
are inserted at the start of the line
following the carriage return and
linefeed control characters.

[N2] As above, but will put in
leading zero's and a tab character after
each line number.

[O] Usedfor transferring object code
files. This option forces PIP to ignore
control Z characters which may appear
as legitimate data in these files.

Control Z characters are used by CP/M
to signal the end of a file.

[Pxx] Print xx lines and then do a
page eject. In other words, set the page
length to xx.

[Qs] Stop copying when the string
's' is found. When the string is entered,
it should be terminated by a control Z
character. This is most useful when
you have a large text file that must be
broken into parts so as to be
manipulated more easily. Note that the
string 's' must be an exact match.

[Ss] As above but start the copy
from string 's".

[Txx] This option expands tabs to
every xx characters. Useful for
formatting tables in your files.

[Vl  Opposite of [L]. In other words,
translate lower case to upper case.

[V] This option will verify that the
copy you have just made is the same as
the original. I have never had a bad
transfer with PIP that was not
attributable to disc or drive failure, but
for important files this option is a
must.

[W] Most unfriendly option! Not to
be used unless you are absolutely sure
you wish to destroy the destination file
that has been tagged write only.

[Z] 1 found this option most useful
when dealing with WordStar files
which usually have ASCII codes above
the standard 127 buried in them. The Z
option zero's bit 7 of these characters
returning them to 'mormal ASCII' and
therefore "type-able” by CP/M on the
console.

As you can see, not all the options
are applicable to all types of files, and
some are only useful to the machine
code programmer. However, by
judicious use it is possible to format a
text file in almost any way you want.
Now, let's see PIP at work!

On our CP/M master disc there is a
file called DUMP.ASM. This is a text
file that is the source code for the
transient command DUMP.COM.
Enter CP/M and then list DUMP.ASM
on the screen using the type command.
Note the format and the way it lists.
We are going to radically change it.

Type PIP after the command prompt.
You will be greeted by an asterisk.
This is PIP's command line prompt
and is the equivalent to the A> prompt.
It shows PIP is waiting for your
command. Now type this:

*A : DUMP .MOD=A :DUMP .ASM[L]

This takes the file DUMP.ASM and
copies it under the name DUMP.MOD
while automatically changing upper
case to lower case. Check it by
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entering TYPE DUMP.MOD on the
console. Now try this, but make sure
you have enough space on your disc
before trying it:

*A:DUMP .BIG=A:DUMP .MOD [V]
,DUMP .ASM[D20]

You will end up with a file that is
twice as large as DUMP.ASM, but is
actually the same file twice, with one
copy appended to the end of the other
one, except that the characters after the
20th column in the second copy will
be absent. You will see from this that
it is possible to join files with PIP.
One tip if you are using PIP to join
assembly source code files together is
to add a few extra carriage returns to the
end of each file to ensure that your
assembler will recognise the end of the
line. If this is not done, you will find
that (ASM especially) will give
‘undefined label' errors that can be
maddening to rectify.

As is always the case,
experimentation is the best way to
learn, but because PIP will destroy
files if you are not careful, it is best to
experiment on a disc that is reserved for
that purpose.

I said at the beginning of this article
that PIP is capable of transferring data
from one logical device to another. So
far we have just been using the discs.
Now let's see what happens when we
wish to transfer (or 'pip") a file to the
printer. Ensure the printer is online and
type this:

LST:A:DUMP.ASM

The printer springs into life printing a
copy of DUMP.ASM onto paper.
There may be some funny line
spacings as PIP treats every carriage
return/line feed pair as a new line
command and is therefore apt to
become confused when other control
codes are present in the file. This is
only an inconvenience and not a fatal
bug. To cancel the printing use the
control C command. Now let's try this:

*A:MYFILE.TYP=CON:

Nothing happens! There is not even
an asterisk. If we think about this it
will become clear that we have
commanded PIP to take all console
input and place it in a file called
MYFILE.TYP, so PIP just patiently
waits until something is typed and then
places it in the file. As long as you
type exactly what you want and make
no mistakes, then this is a good way of
entering small files directly to disc. If
you do make mistakes, they will
appear to be corrected on the screen but
will not be corrected in the file as PIP
will just place your editing commands
into the file along with your text. We
can also type a file directly to the
printer. How? Try this:

*LST:=CON:

Same as before, nothing seems to

happen, and if you type a sentence you
will not see anything on the printer
until you type a carriage return. Then if
you type another sentence, it will
overwrite the first because a carriage
return (to PIP) is simply a carriage
return and you will need to send a line
feed to get the printer carriage onto the
next line. Inconvenient, but useful for
plutting titles etc. on long machine
code dumps. To terminate this
command use control Z which (to PIP)
signifies the end of the file. You will
be returned to the asterisk prompt of
PIP's command line ready for the next
command.

I plan to finish this article here as

there is simply not enough room to go
into everything that PIP is capable of
and, as most of you will have only one
disc drive and a printer, there is not a
lot more that will be of practical use to
you. One point is that Amstrad have
now released an RS-232 interface that
reportedly interfaces to CP/M. If that is
the case, then it should be possible to
PIP files to and from the RS-232 as if
they simply came from the console or
disc. The actual logical device is
reportedly the TTY: and as this is bi-
directional, there should be no problem
sending or receiving files along this
channel. As yet, I have not used this
RS-232 interface so I cannot comment
further.

As always, if you have any queries,
write to me care of The Amstrad User
and I will endeavour to answer them
through this column. Remember, don't
be afraid to experiment! .

(RS

3" Blank Discs

$8.60 each
or
$83.50 per 10
including postage

Send Bank cheque or
Money Order to:

NU-SOFT, PO Box 99,
Double Bay, NSW 2028

ISR
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Two more

""specials'’ from

SCAUG

The S+C Amstrad User Group have developed
two short pieces of software which should be of
interest to readers. The first is a screen dump for
people whose printers have a 1920 bit image mode
facility. The second is an interesting border effect -

known to many as "marching ants" - and in this
case is exactly that! The program gives the illusion
of ants (made up using the Symbol command)
marching around the screen. Try your own
characters and see what they look like. A program
can be inserted after line 95 and, while running, the
ants continue to march. A word of warning - INK!

SCREEN DUMP

10
20

30

40

50

60

70

80

90
100
110
120
130

140
150
160
170
180
190
200
210
220
230
240

! Another SCAUG SPECIAL.

' This program is another SCREEN D
UMP for those of us who don't have
'a 640 bit image mode facility wit
h their printer.

'Hopefully you do have a 1920 bit
image mode, for this is what this
'program is set up to use.” Printe

r codes set for Canon A-40 ).

'To call the program type ' shift
Q@ ) dump

MODE 2:PRINT”Loading SCREEN DUMP d
ata...”

MEMORY 36999:cs=0: FOR mem=37000 TO
37202

READ dat

cs=cs+dat: POKE mem, dat

NEXT mem

READ check

IF cs<>check THEN PRINT”Error in
DATA statements’”:END

CALL 37000

DATA 33,136,144,1,146,144,205,209
DATA 188,201,151, 144,195,156, 144

DATA 68,85,77,208,0,253,33,79, 145
DATA 221,33,248, 144,205,233, 144
DATA 1,144,1,121,214,4,79,120,222
DATA 0,71,221,33,254, 144,205,233
DATA 144,17,0,0,205,12, 145,19,62
DATA 2,186,32,247,62,128,187,32
DATA 242,221,33,3, 145,205,233, 144
DATA 197,62,66,205,30,187,193, 192

250
260
270
280
290
300

310

320

330

340
350
360
370
380
390
400
410
420
430
440

450

460

470

480

490

DATA 62,0,184,32,204,185,32,201
DATA 221,33,6,145,205,233, 144,201
DATA 221,126,0,254,0,200,205,43
DATA 189,48,245,221,35,24,241
'Printer codes

DATA 27,51,12,0,0,0:'Set line feed
to 1/8”

DATA 27,90,127,7,0:'Set 1920 bit i
mage mode

DATA 13,10,0:'Carriage return & 1i
ne feed

DATA 27,64,0,0,0,0:'Reset printer
at end

DATA 197,213

DATA ©6,105,229,205,240,187,254

DATA 0,40,8,253,2083,0,198,253,203
DATA 0,206,225,209,213,35,35,205

DATA 240,187,254,0,40,8,253,203
DATA 0,214,253,203,0,222,253, 126
DATA 0,205,43,189,253,126, 0,205
DATA 43,189,253,126,0,205,43, 189
DATA 48,236,253,54,0,0,209, 103
DATA 201,0,0,0,0,24604

! The printer codes can be chang
ed but you must change the "cs val
ue).

' After changing the data run the
program.

' The data error message will be d
isplayed on the screen.

' Now simply type PRINT cs."?cs}
take note of the "'new cs valuel.

' Now change the DATA in line 420
to read :data 201,0,0,0,0, "'new cs
value)

' President M.Elliott.

MARCHING ANTS

1
2
10
20
30

40

50
60
70
80
90
95

100
101
120
125

130
140

' MARCHING ANTS BORDER
' Another SCAUG special.

SYMBOL 250,42,28,72,62,9,72,62,1
SYMBOL 251,42,28,9,62,72,9,62,64
SYMBOL 252,2,124,144,18,124, 144,56,
84

SYMBOL 253, 128,124,18,144,124,18,56
, 84

SYMBOL 254,0,36,73,74,127,74,73, 144
SYMBOL 255,0,144,73,74,127,74,73,36
SYMBOL 240,36, 146,82,254,82,146,9,0
SYMBOL 241,9, 146,82,254,82,146,36,0
MODE 1:INK 3,24,1:INK 2,1,24

' %%%X Note: Continue with normal pro

gram after { pen 1 )} XXX

GOSUB 120:PEN 1:LOCATE 5,10:PRINT"WV

ell how about that.?";:INPUT"”",ans$
LOCATE 10,20:PRINT ans$:FOR xx=1 TO
20000: NEXT: END

'X Set up border

' XXX across the top XXX

y=1:FOR x=1 TO 39 STEP 2

PEN 2:LOCATE x,y:PRINT CHR$(254);
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150 PEN 3:PRINT CHR$(255);

160 NEXT x

165 ' xXxX Down the Right XXX

170 x=40:FOR y=2 TO 24 STEP 2

180 PEN 2:LOCATE x,y: PRINT CHR$(253);

190 PEN 3:LOCATE x,y+1:PRINT CHR$(252);

200 NEXT y

205 '*x% Across the Bottom XXX

210 y=25:FOR x=39 TO 2 STEP -2

220 PEN 3:LOCATE x-1,y:PRINT CHR$(240);

230 PEN 2:PRINT CHR$(241);

240 NEXT x

245 'XxX Sets up blocks across the scre
en XXX

250 y=16:FOR x=39 TO 2 STEP -2

260 PEN 2:LOCATE x-1,y:PRINT CHR$(219);

270 PEN 3:PRINT CHR$(219);

280 NEXT x

285 'x%* Up the Left XXX

290 x=1:FOR y=25 TO 2 STEP -2

300 PEN 3:LOCATE x,y—-1:PRINT CHR$(250);

310 PEN 2:LOCATE x,y:PRINT CHR$(251);

320 NEXT y

330 RETURN

500 'President : M.Elliott.

DISC CATALOGUER - Issue 14 March 1986
In some copies of this issue, a full stop does
not appear in line 220 of the above program.
It should end as follows:

....=LEFT$(2,8)+"."+MID$(2,9)

The program contained on the tape is correct.

The 7th Australian

Personal Computer Show

1st - 4th June 1986
at
The Royal Exhibition Building
Melbourne
Open from 10.00 a.m. to 7 p.m.
on Sunday to Tuesday and from
10.00 a.m. to 5 p.m. on Wednesday.
Admission: $5.00

The Amstrad User and User Group
representatives will be on Stand 115

HIN

Battle for Midway
Codename Mat
Combat Lynx
Harrier Attack
Haunted Hedges

Hunter Killer
Knight Lore

Minder
Moonbuggy

Roland in the Caves
Roland goes Digging

Roland in Time

Sorcery

S +
S%mmando
Survivor

Way of Exp. Fist

Wild Bunch
3-D Monster Chase

-

~N

for high
SCOre games

withhold attacks until enemy fleets
are close by. .
Leave cruisers alone until you have
destroyed all the other ships.
use mines to destroy enemy
reinforcements.
Fly low over buildings and hold the
bomb release button down.
get the "Demon Ice-Axes” 0nl¥
when the Guardians are near, Try to
collect all the gold coins in the
bottom half of the screen first.

et close to enemy then fire.

any objects, including spheres
and flashing stars do not like you
when you are a were-wolf.
buy in bulk and always read
description of goods carefully.
when jumping the double sef of
holes, start your jum[i{2-3 cms
before the first hole. Hold the
joystick/jump button down as well
as the fire button.
always jump right as your first
move. )
always stay in a safe place and dig
holes around you.
practice well on cards 1,6 and 4 to
give a sound base for a good
score. .
Ignore the "nasties’ on every screen
unless they happen to be drainin
an excessive amount of energy. Test
all cauldrons before sitting on’ them
by sliding across the top and
wawhmg your energy level. Don't
waste Shooting Stars and Sacks of
Spells - always zap two nasties with
each. Save the §l§ Sorcerors as
quickly as possible and then use the
time left to zap nasties and open as
many doors and plugs as possible.
take a crown into the 2nd chapter.
shoot accurately and keep a record
of all sectors s as to avoid "no
data available",
shoot fast and conserve porcupine
bombs.
do some flying kicks until your foot
asses the computer’s bloc in%uann

en quickly do a low punch, but
dDon’l try this until you achieve 2nd

an.
expect the Marshall to travel freely
between towns 2 and 4.

keys 1 and 2 are on the middle
floor; 34 and 7 are on the bottom: §
and 6 are on the top.

J
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Adventurer's Afttic

by Philip Riley

Do you find yourself
sitting in front of
your computer at

2 o'clock in the
morning trying to get
past some mind
boggling problem?

Have you been
missing your meals
lately?

Have you forgotten
what the rest of the
family looks like?

Do you suffer from
lack of sleep?

If you answered 'yes' to one or two of
the introductory questions, you are well
on the way to becoming an avid
adventurer. If you answered 'yes' to all
of them, you have gone past the point
of no return!

But would you believe there are some
people who don't know what an
adventure program is? That's terrible.
Let me try to convert them to the cause
by addressing this article to them in
particular.

Most people who own a home
computer will, at one time or another,
play arcade games. These types of
games involve speed and fast reflexes
rather than thought and concentration.

Adventure games in most cases are
totally the opposite. A normal text
adventure will start by giving you a
short story to read. This will probably
take anything from one screen of text
up to about three or four (sometimes
this amount can be higher). The story
will tell you who you are, what has
been happening around you and what
you must do. The story can be set in
just about any location and in any time
(past, present or future). Now the
adventure begins for you.

A text adventure will give you a
description of your present location and
it may or may not tell you the
directions in which you can move. You
must then move from this location
into another where you will be given a
new location description. As you move
around the game you will find useful
objects that can be picked up and used
in various ways. You will also be
confronted with various problems and
obstacles that you must pass before
continuing. In some adventures you
may also encounter other inhabitants

who may wish to help you or kill you.
I have mentioned some fairly standard
examples of what you can expect, but
you will find that most good adventure
games are quite different from each
other.

How do you tell the computer what to
do? Well, most adventures follow the
standard two word commands. For
instance 'GO NORTH' or 'UNLOCK
DOOR' or 'KILL GUARD' The
computer will then check your entered
command with its vocabulary. If either
of the words cannot be found or you are
trying to do the wrong thing, nothing
will be achieved. But if you have got
your act together at, say, a locked door
and you have previously picked up a
key, you could try the command
'UNLOCK DOOR'. This may result in
a response 'YOU UNLOCK THE
DOOR WITH THE KEY'. On the
other hand you may get "YOU DON'T
HAVE THE RIGHT KEY'. With the
first response you will probably open
up a whole new section of the
adventure to explore. Of course, if you
get the second response, you must set
off again and try to find the other key
or another way of passing the door.

I mentioned before that all good
adventures are different. I have written a
game that requires a three word input
and I have played games where you can
type in whole sentences. You will also
come across some graphic adventures.
These are normally text adventures
with a picture of your present location
on the screen. I don't like them for one
reason - your imagination has far better
graphics  capabilities  than  the
computer. I believe that it is far better
to be given a brief description of a
room and let your imagination do the
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rest.

So there it is - a brief description of
adventure games for the uninitiated.
Naturally I could write pages about the
differences between the games and the
sorts of problems you could be faced
with, but the best way to find out is to
buy one and play it yourself. If you are
like me you will be hooked as soon as

you start.

SOME ANSWERS

Rod Anderson of Camperdown, Vic
provides the following answer to
Patrick Cahill's question published in
last month's Adventurer's Attic
concerning the code to the Treasure
Chest in Bastow Manor.

The idea is to use the letters of the
alphabet from A to Z and gather the
code from these. Using the hint that
Patrick had found earlier, ie. "VI', start
at the sixth letter which is 'F' and work
your way from there. The code turns
out to be 'FIBD'.

The answers to his other questions are
that you cannot get onto the balcony at
all (you don't need to) and you cannot
open the drawer in the Study. From
what I can remember, you have to
move the lamp which reveals a button
hidden behind a secret panel. If you
press this, it opens a door back down
beyond the pit full of snakes.

Good luck and watch out for the alarm
once the chest is opened. It is advisable
to have the piece of meat from the
kitchen with you before you open the
chest.

SOME QUESTIONS

We are still waiting for an answer to
K.F. Lane who you will remember is
stuck deep in the Southern Desert in
the game "King Solomon's Mines -
Part 1".

Anthony Eden of Kincumber in NSW
has also ground to a halt, this time in
the "Jewels of Babylon". Apparently he
is in a cave past the pirate and parrot,
has gone through a stone door and has
reached a locked door. How can he get
through?
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GAME SCORE/TIME ACHIEVER
Battle for Midway 8 carriers:speed 1:level3  Steve Alatakis
Beach Head 82400/9.5 mins Stephen Elgar
Chuckie Egg 395960/45 mins Tony Barberi
Codename Mat 870/45 mins Gill Cherry
Combat Lynx 81450/no time specified Steve Alatakis
Decathalon 331840/110 mins John Farquhar
Gilligan's Gold 107403/9.75 mins Alex Smyth
Harrier Attack 207550/10 mins Dean Stibbe
Haunted Hedges 28940/10 mins M. Radnedge
Hunchback 90450/2 mins Amy Poynton
Hunter Killer 17/67 mins Chris Catalfamo
Knight Lore 98%/44 mins Umut Akcelik
Minder $17749/no time specified  Steve Alatakis
Moonbuggy 152400/26.75 mins Alex Smyth
Roland in the Caves 909119/5 mins Jeremy Allen
Roland goes Digging $616.35/30 mins Chris Catalfamo
Roland on the Ropes 738900/92 mins Allison Pilbeam
Roland in Time 72/18 mins Paul Azzopardi
Sorcery 91500/14 mins Mike Nicolai
Sorcery + 126259/40.5 mins John Evers
Star Commando 193810/133 mins Alex Smyth
Survivor 223160/19.5 mins Alex Smyth
Way of Exp. Fist 295600:10th Dan/41 mins R. Schneider
Wild Bunch 10539/no time specified Steve Alatakis

Yie Ar Kung Fu
3-D Monster Chase

445040:level 20/30 mins

Andrew Portbury
1320:7 keys/7 mins

Adam Broadway

AMSTRAD ACHIEVERS

Get your name in our "HALL OF FAME"

Register your name and score on the form below, or a copy, and if
possible, send a photo of the screen.

N E Ty R R el e LU Lo B ol e o0 o JE LB

7o 1= WU A O e M L o s o i S S I R el
THIS NEXT PART MUST BE COMPLETED

41T =L N Fo Ty [ TR S A M KR - o o 0o L o ool s 9,
/Yo [o [ £ L M bk A ey ey 0, B oo KLl et SRR L
T0l6phoNe NUMDEY -2« con ciantsn sinsenassntlesiss fusns ons ienmamians s aanensnnnpntossssiessanonses
ool o |1 L R
| confirm that the above claimed score is accurate and genuine

Post, along with your tips for playing the game to:
Amstrad Achievers, The Amstrad User, Suite 1, 245 Springvale Road,
Glen Waverley, Victoria 3150.
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Junior
Jotters

LETTERS

I recently put the game GUNFIGHT into my 464 and
altered it very simply to make a very basic one player game

where the computer takes on the part of the Red man. I
thought it may be useful for people who have nobody to
play with.

The adjustments only make the computer move (the red
man) up or down to follow the blue man and fire as soon as
it is in line with him, but it worked out to be a fairly
difficult opponent (if you don't keep cheating by just going
down the screen shooting him in the legs).

170 IF lman>rman THEN lman=lman-one:GOSUB 240
190 IF lman<rman THEN lman=lman+one:GOSUB 240
210 IF rman=1lman THEN GOSUB 360
201 z=((26-1man) *16)-12
202 IF z>192 AND z<240 THEN GOTO 220

Steven Hall, Ormeau, QLD

I would like to submit the following cartoon to be printed
in The Amstrad User.

Chris Abberley, Kallangur, QLD

We've been waiting quite a while to find space for this
cartoon. You see, our Editor is a family man and it really
brought a smile to his normally stern countenance! (To save
you looking it up - countenance means face).

SOFTWARE REVIEWS

by Rebecca Herbert

JET-BOOT JACK

This game would have to be just about the best I have ever
played. You are Jet-Boot Jack, a space age jogger. You have
to collect as many musical notes as you can from the Record

Pressing Plant. Your greatest ambition is to have the biggest
record collection in the world but, unfortunately, bugs and
gremlins are trying to stop you. You jump on these nasties
to kill them. You need fuel to power your jet-boots, so you
have to crash into a pod. There are four pods to a screen and
you can only use each pod five times. There are five skill
levels to this game, each with ten levels of difficulty. In
every screen there are slides, which go down or up to the
floor below or above, and low ceilings that you have to duck
under.

You can use either a joystick or keyboard, and it is very
quick to load. The explanation on how to play is
understandable, and the graphics and colour are good. This
game is an English one. It's excellent. I would give it an 8.*

ROLAND AHOY

The main thing I like about this game is the colour and the
graphics. To be truthful, they are about the only two things I
like. For a start, if you don't own a joystick, the keyboard
keys are not very good, they make your hands ache after a
while.

The object of the game is for Roland to obtain treasure
from 'Golden Harbour', and deposit it at "Treasure Cove'.
You must first go to "Powder Quay' and collect cannonballs
in order to destroy the bridge which protects 'Golden
Harbour'.

You have four lives, and there are only a few dangers, like
mines, spiders and fireballs. There is also a sea serpent which
tries to get you.

This game has almost no ability to hold my interest at all.
After about two games I start to get bored. There is hardly a
sound, and I don't think this game is a good investment,
even though it was No.18 on the 'Soft Top' in your
magazine. I would rate this game as barely at 2.*

*We assume this score is out of maximum of ten.

DIGITANT

from Brendan Piner
This is an Educational game in which you are required to
help an Ant get back to his hole in the ground. His path is
blocked by mathematical signs, each presenting a problem
relating to that sign. If you answer the problem correctly he
can eat the obstacle and continue to the next. It provides a
score percentage at the end. The screen takes a while to load,
so be patient.

How it Works

10-50 REM (Title, Date)
70-300 Set up screen

310-390 Print out Maths signs
400-1490  Movement of Ant
1500-1670 Play again option
1680-1850  Which equation to go to
1860-1930  Addition equation
1940-2010  Subtraction Equation
2020-2090 Multiplication Equation
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2100-2170  Division Equation
2180-2410 Title
2420-2740 Instructions

10 REM #¥¥¥EXFFFFEFFEREEFILFFLE LR ERKEL§

20 REM XXX DIGIT XXXXKXAKKXXXKXXX ANT *kxX

30 REM KKK KK KKK K KK K K KK KKK K KK KKK K KK Kk

40 REM x BY BRENDAN PINER (JAN 1986) x

50 REM KKK KX KKK 5K K K K 3K 5K 5K K XK K K K K KK K 4 K K K % K

60 GOSUB 2180

70 REM XXX Set up screen XXX

80 R=0:W=0

90 MODE 1:BORDER 5:INK 0,21:INK 1,0:IN
K 2,5:INK 3,6: PAPER #0,0

100 WINDOW #1,1,30,22,25: PAPER #1,1:CLS
#1: WINDOV #2,31,40,22,25: PAPER #2,3
: CLS#2

110 PEN #1,2:LOCATE #1,8,2:PRINT #1,”Pr
ess [SPACE]l "

120 PEN 1:PRINT STRING$(40,207):PRINT C
HR$(24): LOCATE 16, 1: PRINT"DIGIT ANT-.
":PRINT CHR$ (24>

130 PEN 2:LOCATE 4,3:PRINT CHR$(222);:L
OCATE 8,3:PRINT CHR$(223)

140 LOCATE 1,4:PRINT CHR$(222);:PRINT S
TRING$(3,207); : LOCATE 8,4:PRINT CHR
$(207)

150 LOCATE 1,5:PRINT CHR$(207):LOCATE 8
,5:PRINT CHR$(207>

160 LOCATE 1,6:PRINT CHR$(221):LOCATE 2
,6: PRINT STRING$(6,207):LOCATE 8,6:
PRINT CHR$(220)

170 PEN 3:PRINT CHR$(22)+CHR$(1):LOCATE

8,3: PRINT CHR$(221):PRINT CHR$(22)
+CHR$ (0)

180 LOCATE 9,3:PRINT STRING$(29,207)

190 LOCATE 1,3:PRINT STRING$(3,207):PRI
NT CHR$(22)+CHR$(1):LOCATE 4,3:PRIN
T CHR$(220):PRINT CHR$(22)+CHR$(0)>

200 PRINT CHR$(22)+CHR$(1):LOCATE 1,4:P
RINT CHR$(220):PRINT CHR$(22)+CHRS$ (
0>

210 PRINT CHR$(22)+CHR$(1):LOCATE 1,6:P
RINT CHR$(223):LOCATE 8,6:PRINT CHR
$(222): PRINT CHR$(22)+CHR$(0)>

220 LOCATE 12,5:PRINT STRING$(29,207)

230 LOCATE 1,7:PRINT STRING$(37,207)

240 LOCATE 4,9:PRINT STRING$(37,207)

250 LOCATE 1,11:PRINT STRING$(37,207)

260 LOCATE 4, 13:PRINT STRING$(37,207)

270 LOCATE 1,15:PRINT STRING$(37,207)

280 LOCATE 4,17:PRINT STRING$(37,207)

290 LOCATE 1,19:PRINT STRING$(37,207)

300 LOCATE 1,21:PEN 1:PRINT STRINGS (40,
207>

310 REM *x*Xx MATHMATICAL SIGNS XXX

320 PEN 1:PRINT CHR$(24):LOCATE 12,20:P
RINT CHR$(43):PRINT CHR$(24)

330 PRINT CHR$(24):LOCATE 35,20:PRINT C
HR$(120)>: LOCATE 32, 18: PRINT CHR$ (45
>: LOCATE 10,18:PRINT CHR$(43):LOCAT
E 14,16:PRINT CHR$(120):LOCATE 35,1
6: PRINT CHR$(45):LOCATE 30, 14:PRINT

CHR$ (43)

340

350

360
370
380

390

400
410

420
430
440

450
460
470
480
490
500

510
520
530
540
550

560
570
580
590
600

610
620

630
640
650

660
670
680
690
700
710

720

730

740
750

LOCATE 1,14:PRINT CHR$(45):LOCATE 2
0,12: PRINT CHR$(120):LOCATE 32,10:P
RINT CHR$(45):LOCATE 6, 10: PRINT CHR
$(43): LOCATE 20,8:PRINT CHR$(120):L
OCATE 36,6: PRINT CHR$(43)

LOCATE 9,6:PRINT CHR$(172) {LOCATE 2
5,4:PRINT CHR$(172):LOCATE 16, 2: PRI
NT CHR$(120):PRINT CHR$(24)

h$=INKEY$: IF h$<>” " THEN 360
CLS#1
PEN #2,1:LOCATE #2,2,1:PRINT #2,"R1i

ght”; : PEN #2, 0: PRINT#2,R

PEN #2,1:LOCATE #2,2,3:PRINT #2,"”VWr
ong'; : PEN #2, 0: PRINT#2,W

REM XXX Movement of Ant XXX

SYMBOL 254,36,72,120,244,120,48,0,0
¢ SYMBOL 255, 0,0, 126,255, 255, 126, 36,
66: SYMBOL 2583,72,36,30,47,30,12,0,0
ant$=CHR$ (255) +CHR$ (255) +CHR$ (254)
y=20

FOR x=1 TO 37:LOCATE x,y:PEN 1:PRIN
T " ";ant$

SOUND 1,230,1,7,0,0,1

FOR t=1 TO 150:NEXT

GOSUB 1680
NEXT
ant$=CHR$ (253) +CHR$ (255) +CHR$ (255)

x=38: FOR y=19 TO 18 STEP-1:FOR k=20
TO 19 STEP-1:LOCATE x,y:PEN 1:PRIN
T ant$: LOCATE x, k: PRINT” s g

SOUND 1,230,1,7,0,0,1

FOR t=1 TO 50:NEXT

GOSUB 1680

NEXT: NEXT

y=18:FOR x=37 TO 1 STEP-1:LOCATE x,
y: PRINT ant$;" *

SOUND 1,230,1,7,0,0,1

FOR t=1 TO 150:NEXT

GOSUB 1680

NEXT

x=1:FOR y=17 TO 16 STEP-1:FOR k=18

TO 17 STEP-1:LOCATE x,y:PRINT ant$:
LOCATE x, k: PRINT” i
ant$=CHR$ (255> +CHR$ (255) +CHR$ (254)
SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=16:FOR x=1 TO 37:LOCATE x,y:PRINT
"N ant$

SOUND 1,230,1,7,0,0,1

FOR t=1 TO 150:NEXT

GOSUB 1680
NEXT
ant$=CHR$ (253) +CHR$ (255) +CHR$ (255)

x=38: FOR y=15 TO 14 STEP-1:FOR k=16
TO 15 STEP -1:LOCATE x,y:PRINT ant
$: LOCATE x, k: PRINT” "3

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=14:FOR x=37 TO 1 STEP-1:LOCATE x,
y:PRINT ants$;" *

FOR t=1 TO 150:NEXT
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770
780
790
800
810

820

830
840
850

860

870
880
890
900

910
920
930
940
950
960
970
980

990

1000

1010
1020
1030

1040

1050
1060
1070
1080

1090
1100
1110
1120
1130
1140
1150

1160
1170

1180

SOUND 1,230,1,7,0,0,1

GOSUB 1680

NEXT
ant$=CHR$ (255) +CHR$ (255) +CHR$ (254)
x=1:FOR y=13 TO 12 STEP-1:FOR k=14
TO 13 STEP-1:LOCATE x,y:PRINT ant$:
LOCATE x, k:PRINT” 2

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=12: FOR x=1 TO 37:LOCATE x,y:PRINT
MoNeantd

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 15
0: NEXT

GOSUB 1680

NEXT
ant$=CHR$ (253) +CHR$ (255) +CHR$ (255)
x=38:FOR y=11 TO 10 STEP-1:FOR k=12
TO 11 STEP-1:LOCATE x,y:PRINT ant$
: LOCATE x, k:PRINT” 25

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=10:FOR x=37 TO 1 STEP-1:LOCATE x,

y: PRINT ant$;" "

SOUND 1,2830,1,7,0,0,1:FOR t=1 TO 15
0: NEXT

GOSUB 1680

NEXT
ant$=CHR$ (255> +CHR$ (255) +CHR$ (254)

x=1:FOR y=9 TO 8 STEP -1:FOR k=10 T

O 9 STEP-1:LOCATE x,y:PRINT ant$:LO
CATE x, k:PRINT” K

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=8:FOR x=1 TO 37:LOCATE x,y:PRINT
"non ; ant$

SOUND 1,280,1,7,0,0,1:FOR t=1 TO 15
0: NEXT

GOSUB 1680

NEXT

ant$=CHR$ (253) +CHR$ (255) +CHR$ (255)
x=38: FOR y=7 TO 6 STEP-1:FOR k=8 TO
7 STEP-1:LOCATE x,y:PRINT ant$:LOC
ATE x, k:PRINT” s

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=6:FOR x=37 TO 9 STEP-1:LOCATE x,y
: PRINT ant$;"” "

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 15
0: NEXT

GOSUB 1680

NEXT

ant$=CHR$ (255) +CHR$ (255) +CHR$ (254)
x=9:FOR y=5 TO 4 STEP-1:FOR k=6 TO

5 STEP-1:LOCATE x,y:PRINT ant$: LOCA
TE x,)}:PRINT" s

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50

1190
1200
1210

1220

1230
1240
1250
1260

1270

1280
1290
1300

1310

1320
1330
1340

1350

1360
1370
1380

1390

1400
1410
1420
1430
1440
1450
1460
1470
1480
1490
1500
1510

1520

1530
1540

1550
1560
1570
1580
1590
1600

1510
1620

1630

: NEXT

GOSUB 1680

NEXT: NEXT

y=4:FOR x=9 TO 37:LOCATE x,y:PRINT
" ve.ant$

SOUND 1,2830,1,7,0,0,1:FOR t=1 TO 15
0: NEXT

GOSUB 1680

NEXT

ant$=CHR$ (253) +CHR$ (255) +CHR$ (255)
x=38: FOR y=3 TO 2 STEP-1:FOR k=4 TO
3 STEP-1:LOCATE x,y:PRINT ant$:LOC
ATE x, k: PRINT" e

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT: NEXT

y=2: FOR x=37 TO 5 STEP-1:LOCATE x,y
:PRINT ant$;” "

SOQUND 1,230,1,7,0,0,1:FOR t=1 TO 12
0: NEXT

GOSUB 1680

NEXT

x=5:FOR y=3 TO 5:k=y-1:LOCATE x,y:P
RINT ant$:LOCATE x, k: PRINT” "i
SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT

y=5:FOR x=4 TO 2 STEP -1:LOCATE x,y
: PRINT ant$;"”

SOUND 1,230,1,7,0,0,1:FOR t=1 TO 50
: NEXT

GOSUB 1680

NEXT

FOR m=150 TO 50 STEP -1

SOUND 1,m,3,15,0,0,0

NEXT

FOR m=50 TO 150

SOUND 1,m,3,15,0,0,0

NEXT

ENV 1,100,122,1

SOUND 1,239,0,15,1,0,0

REM XXX Play again 7 XXX

BORDER 0: INK 0, 0: PAPER 0:INK 1,26:P
EN 1:CLS

LOCATE 1,1:PRINT”You got”r”out of 1
6 right"”

p=r/16x100

LOCATE 1,2:PRINT "Which is”; ROUND (
p, 0" %"

IF p<50 THEN 1600

IF p<70 THEN 1610

IF p<93 THEN 1620

IF p<100 THEN 1630

IF p=100 THEN 1640

LOCATE 1,3:PRINT”You are slack, bet
ter practise more on your arithme
tic.”:GOTO 1650

LOCATE 1,3:PRINT"Could do better!":

GOTO 1650

LOCATE 1,3:PRINT” Well Done!!!":GOT
0 1650

LOCATE 1,3:PRINT”Vell done!, all mo
st a perfect score!!”:GOTO 1650
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1640

1650

1660

1670
1680
1690
1700
1710
1720
1730
1740
1750
1760
1770
1780
1790
1800
1810
1820
1830
1840
1850
1860
1870
1880
1890

1900
1910

1920

1930
1940
1950
1960
1970

1980
1990

2000

2010
2020
2030
2040
2050

2060
2070

LOCATE 1,3:PRINT”That's a perfect s
core!”

LOCATE 1,5: INPUT”VWould you like to
play again ”;a$

IF a$="y" OR a$="Y" THEN 80 ELSE IF
a$="n" OR a$="N" THEN 1670 ELSE 1

650

CLS: PRINT” bye—bye” : END

REM XXX WHICH EQUATION ? XXX

IF x=8 AND y=20 THEN GOSUB 1860

IF x=31 AND y=20 THEN GOSUB 2020

IF x=33 AND y=18 THEN GOSUB 1940

IF x=11 AND y=18 THEN GOSUB 1860

IF x=10 AND y=16 THEN GOSUB 2020

IF x=31 AND y=16 THEN GOSUB 1940

IF x=31 AND y=14 THEN GOSUB 1860

IF x=2 AND y=14 THEN GOSUB 1940

IF x=16 AND y=12 THEN GOSUB 2020

IF x=33 AND y=10 THEN GOSUB 1940

IF x=7 AND y=10 THEN GOSUB 1860

IF x=16 AND y=8 THEN GOSUB 2020

IF x=37 AND y=6 THEN GOSUB 1860

IF x=10 AND y=6 THEN GOSUB 2100

IF x=21 AND y=4 THEN GOSUB 2100

IF x=17 AND y=2 THEN GOSUB 2020
RETURN

REM XXX ADDITION EQUATION XXX
CLS#1: RANDOMIZE TIME
G=INT(RNDX100)+1: H=INT(RNDX100)+1
LOCATE #1,2,2:PEN#1,2: PRINT #1,G"+"
H

LOCATE #1,2,4: INPUT#1,"” ANSWER”; A

IF A<>G+H THEN SOUND 1,4000,50,7:L0
CATE #1,12,3:PRINT#1,"”WRONG!"”:FOR T
=1 TO 1000: NEXT:CLS#1:LOCATE #1,6,2
:PRINT#1,"” THE ANSWER IS";G+H: W=W+1:
LOCATE #2,7,3:PEN #2,0:PRINT #2,V
IF A=G+H THEN SOUND 1,60,40: LOCATE
#1,13,3: PRINT#1,"”CORRECT!”: FOR T=1
TO 1000: NEXT: :R=R+1:LOCATE #2,7,1:P
EN #2,0:PRINT #2,R

FOR T=1 TO 2000: NEXT:CLS#1: RETURN
REM XXX SUBTRACTION EQUATION XXX
CLS#1: RANDOMIZE TIME
G=INT(RNDX100>+1: H=INT(RND*100) +1
LOCATE #1,2,2:PEN#1,2: PRINT #1,G”"-"
H

LOCATE #1,2,4: INPUT#1,” ANSWER”; A

IF A<>G-H THEN SOUND 1,4000,50,7:LO
CATE #1,12,;3:PRINT#1,”WRONG!”:FOR T
=1 TO 1000: NEXT:CLS#1: LOCATE #1,6,2
:PRINT#1,"” THE ANSWER IS " ;G-H: W=W+1
: LOCATE #2,7,3:PEN #2,0:PRINT #2,W
IF A=G-H THEN SOUND 1,60,40: LOCATE
#1,13,3;: PRINT#1,"CORRECT!"”: FOR T=1
TO 1000: NEXT: : R=R+1:LOCATE #2,7,1:P
EN #2,0:PRINT #2,R

FOR T=1 TO 2000: NEXT:CLS#1: RETURN
REM X¥Xx TIMES EQUATION XXX

CLS#1: RANDOMIZE TIME
G=INT(RND*12>+1: H=INT(RNDXx12) +1
LOCATE #1,2,2:PEN#1,2:PRINT #1,G”x"
H

LOCATE #1,2,4: INPUT#1,"” ANSWER"; A

IF A<>GXH THEN SOUND 1,4000,50,7:LO

2080

2090
2100
2110
2120
2130

2140
2150

2160

2170
2180
21990

2200

2210

2220

2230

2240

2250

2260

2270

2280

2290

2300
2310
2320

2330

CATE #1,12,3:PRINT#1,”WRONG!":FOR T
=1 TO 1000: NEXT:CLS#1:LOCATE #1,6,2
:PRINT#1,"” THE ANSVWER IS”;GXH: W=W+1:
LOCATE #2,7,3:PEN #2,0:PRINT #2,WV
IF A=GXH THEN SOUND 1,60,40: LOCATE
#1,13,3: PRINT#1,"”CORRECT!"”: FOR T=1
TO 1000: NEXT: : R=R+1:LOCATE #2,7,1:P
EN #2,0:PRINT #2,R
FOR T=1 TO 2000: NEXT:CLS#1: RETURN
REM XXX DIVISION EQUATION XXX
CLS#1: RANDOMIZE TIME
G=INT(RNDX100>+1: H=INT(RNDX9) +1
LOCATE #1,2,2: PEN#1,2:PRINT #1,G CH
R$(172) H
LOCATE #1,2,4: INPUT#1," ANSWER"; A
IF A<>ROUND(G/H, 1> THEN SQUND 1,400
0,50,7: LOCATE #1,12,3:PRINT#1, " WRON
G!":FOR T=1 TO 1000: NEXT:CLS#1:LOCA
TE #1,6,2:PRINT#1,"THE ANSWER IS";R
OUND(G/H, 1) : W=W+1: LOCATE #2,7,3:PEN
#2,0: PRINT #2,W
IF A=ROUND(G/H, 1> THEN SOUND 1,60, 4
0: LOCATE #1,13,3:PRINT#1,"CORRECT!"
:FOR T=1 TO 1000:NEXT::R=R+1: LOCATE
#2,7,1: PEN #2,0:PRINT #2,R
FOR T=1 TO 2000: NEXT:CLS#1: RETURN
REM XXX Title XXX
MODE 1:BORDER 12: INK 0, 12:PAPER 0:1
NK ‘1,12 TRK 25 03 IHNK 8. 12: CLS
PEN 2:LOCATE 15,25:PRINT” Please Va
S B
FOR a=1 TO 360 STEP 2:PLOT 320,200,
2: DEG: DRAW 320+40xSIN(a),200+30%C0OS
(a),2: NEXT
FOR a=1 TO 360 STEP 2:PLOT 390,200,
2: DEG: DRAW 390+40%SIN(a), 200+30%C0OS
(a), 2: NEXT
FOR a=1 TO 360 STEP 5:PLOT 260, 230:
DEG: PLOT 260+30%3SIN(a),230+30%C0S(a
), 2:NEXT: PLOT 260,230,0
PLOT 315,170,2:DRAV 305, 140: DRAW 29
0,140:PLOT 325,170,2: DRAV 335, 140:D
RAV 345, 140
PLOT 385,170,2:DRAV 375, 140: DRAW 36
5,140: PLOT 395, 170,2: DRAV 405, 140:D
RAV 415,140
PLOT 255,220, 2:DRAV 238,215: PLOT 25
0,240:DRAV 248,240: DRAV 248, 238:DRA
W 250,238: DRAV 250,240
PLOT 255,257,2:DRAV 245,297: FOR a=1
TO 360 STEP 10:DEG: PLOT 245,297:DR
AV 245+5%SIN(a),297+5%C0S(a), 2: NEXT
PLOT 265,257,2:DRAV 275,297:FOR a=1
TO 360 STEP 10:DEG:PLOT 275,297:DR
AW 275+5%SIN(a),297+5%C0S(a), 2: NEXT

PEN 3:LOCATE 1,25:PRINT"
LN

FOR x%=0 TO 200

FOR y%=0 TO 16 STEP 2

IF TEST(x%,y%)> THEN PLOT 11+x%X3, 34
8+y%*3, 1: PLOT 11+x%%3,350+y%%3, 1: PL
OT 11+x%%3,352+y%%3, 1: PLOT 11+x%X3,
354+y%x3, 3

NEXT: NEXT

Digit Ant
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2340

2350
2360
2370

2380
2390

2400

2410
2420
2430
2440
2450
2460
2470
2480
2490
2500
2510
2520
2530

2540

2550

LOCATE 1,25:PEN 3:PRINT "
iner”:PEN 3

FOR x%=0 TO 230

FOR y%=0 TO 16 STEP 2

IF TEST (x%,y%> THEN PLOT x%%2.5+15
, 52+y%*3,3: PLOT x%%2.5+15,54+y%%3,3
:PLOT x%%2.5+15,56+y%%X3, 3: PLOT x%%2
.5+15,58+y%%3, 1

NEXT: NEXT

LOCATE 1,25:PRINT SPC(30):LOCATE 15
,25: PRINT SPC(15)

INK 1,25:INK 3,26: LOCATE 11,24:PEN

3:FRINT "Press [SPACE] to play”

a$=INKEY$: IF a%$<>" " THEN 2410

REM %X Instructions XX

INK 1,25

FOR x=0 TO 320 STEP 2

MOVE x, 0: DRAV x,400,1

MOVE 640-x, 0: DRAW 640-x,400,1

NEXT

INK 0,1:PAPER O

FOR x=320 TO 0 STEP-2

MOVE x, 0: DRAV x,400,0

MOVE 640-x, 0: DRAW 640-x,400,0

NEXT

BORDER O:MODE 1:INK 1,24:INK 2,26:P
EN 2

LOCATE 12, 2:PRINT”XX INSTRUCTIONS X
X" :PRINT: PRINT: PEN 1

PRINT” In this game you have to hel
p the ANT get back to his hole in
the ground.”

Brendan P

2560
2570

2580

2590

2600
2610

2620

2630
2640
2650
2660
2670
2680
2690
2700
2710
2720
2730
2740

PRINT: PRINT

PRINT” What you have to do is,as th
e ANT moves along he comes to mathe
matical signs, but before he can

eat the sign and move along, you mus
t work out a maths problem accordin
g to the sign.”

PRINT: PRINT” When working out Div
ision round of to one decimal place
PRINT” How many problems you get ri
ght is kept and how many problems y

ou get wrong is kept.”

PRINT

PRINT” The Dbest score 1is my sco
re.Which is 100% or 16/16. Mind yo
u I used a calculator. Good L
uck!”

PRINT: PRINT"” Press Space to
Start.

s$=INKEY$: IF s$<>" " THEN 2630

INK 3,9

FOR x=0 TO 200 STEP 2

MOVE O, x: DRAW 640,x,3

MOVE 0,400-x:DRAW 640,400-x,3
NEXT

INK 0,21:PAPER O

FOR x=200 TO O STEP-2

MOVE O, x: DRAV 640,x,0

MOVE 0,400-x:DRAV 640,400-x,0
NEXT

RETURN

Exclusive to The Amstrad User

DISC DRIVE OFFER

Enhance your CPC464 with the
additional storage and speed

of a DDI-1 disc drive at the
amazingly low price of

$349

including delivery by Courier

This offer is subject to
availability - so

act NOW.

Strictly Mail or
Telephone

orders only.

Send your order with Cheque or Bankcard/Mastercard authority to:
Strategy Publications, Suite 1, 245 Springvale Road, Glen Waverley, Victoria 3150

Credit Card telephone orders accepted on (03) 233 9661
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We have secured a limited number of software
items for purchase by readers of The Amstrad
User. There are some amazing savings on the
original prices so it's best not to delay your
ordering. In fact, it may be wiser to ring your order
through to confirm the availability of the particular
item you want. All the TAU prices quoted include
postage.

Our number is: (03) 233 9661

Otherwise, you may send your order to The
Amstrad User, Suite 1, 245 Springvale Road, Glen
Waverley, Victoria 3150. Bankcard or MasterCard
orders accepted.

(Note: K=Keyboard, J=Joystick)
CASSETTES

BILL PAYER Soft012 K

A complete bill paying system that lets you track your
expenses month by month. Allows due date of monthly bills,
cheque number and date paid. Produces summaries of all
paid and unpaid bills and colourful graphs for month by

month comparisons.
Original Price: $32.95 TAU Price:$15.25

BANK MANAGER Soft 013 K

A personal cashbook system that can be used with several
accounts at once. It has 15 expense categories and two for
income, with full bank reconciliation and error locate
routines. The information produced by this package can be
used with the Budget module (Soft 015).

Original Price: $32.95 TAU Price:$15.95

EXPENSE MANAGER Soft 014

A complete Profit and Loss manager for your household. It
produces a running total of your monthly and yearly financial
situation, with graph displays of monthly income and
expense totals and yearly displays of each of 15 expense
categories. It can be used with the Budget module (Soft
015).

Original Price: $32.95 TAU Price:$15.95

BUDGET Soft 015 K

Plan your expense and balance your budget. Creates
budgets one, two or five years ahead. Can compare with
acteal figures produced by Bank Manager and Expense
Manager. Once created, budgets can be edited and

adjusted.
Original Price: $32.95 TAU Price:$15.95
DIARY Soft 016 K

Organise and plan your social and business calendar.
Birthdays, Anniversaries, Meetings and social events can be
entered over an eight year period. Diary produces a printout
of a monthly calendar with all dates marked and described.
Original Price: $32.95 TAU Price:$15.95

HOME BUDGET Soft 119 K
Easy to use, very friendly with good crashproofing. Expected
monthly expenditure can be entered under 12 headings and
the expected income over 6 headings. The results can be
viewed by quarters as figures or 3-D Bar charts.

Original Price: $57.95 TAU Price:$19.95

ADMIRAL GRAF SPEE Soft 146 K

As Captain of the Admiral Graf Spee, your task is to search
out and sink enemy ships within the north and south Atlantic.
Even though you have six guns and torpedoes to complete
this mission, the enemy can take evasive action, and there
are always other ships seeking to destroy you. [464 only]
Original Price: $22.95 TAU Price:$13.95

ROLAND GOES DIGGING Soft 169 KorJ
When a swarm of Aliens invade a building site, Roland is
offered a bonus to banish this inter-galactic menace. Help
Roland by digging graves to capture and batter his enemies
and in turn earn a big fat bonus from the site foreman.

Original Price: $22.95 TAU Price:$13.95

ROLAND ON THE RUN Soft 199 Kord
Roland and his mates decide to escape the clutches of their
masters and choose the train as their mode of transport. You
must help them to time their jumps onto the train and from
there, see them to safety.
Original Price: $22.95

JAMMIN' Soft 911 KordJ
This game requires a great deal of concentration since the
screen is ablaze with colour. Rankin' Rodney is guided
around each screen by means of a series of multi-coloured
conveyor belts in order to collect various instruments. Very
musical, but beware the "bum notes".
Original Price: $22.95

TAU Price:$13.95

TAU Price:$13.95

MASTERFILE Soft 914 K

A RAM relational database from which up to 36 different
styles of reports can be devised using a variety of heading
and boxing layouts. The screen format may be printed with
additional provision for margin and form depth control.
Supplied with a detailed manual.
Original Price: $60.95

STAR WATCHER Soft 915 K

A multi-program package which provides the amateur star
watcher with an explanation of the principles of astronomical
navigation and calculation along with self-assessment tests.
In addition, it displays the sky at any given time with a unique
“real time" update mode to set the program to update the
changes every minute. [464 only]
Original Price: $49.95

TAU Price:$22.95

TAU Price:$19.95
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PROJECT PLANNER Soft 916 K

A program to manage your time and organise your effort with
the best possible efficiency and teaches you to divide a
project- into meaningful components and establish a
sequence of events. It handles up to 50 different activities
showing when the jobs finish and which ones may cause

problems. [464 only]
Original Price: $60.95 TAU Price:$22.95

ENTREPRENEUR Soft 917 K

A definitive business start-up package which will teach you
what running a business is all about. From balance sheet to
cash flow, Entrepreneur will analyse and explain how to
produce a business plan to convince yourself (and your bank
manager) you understand what you are doing. [464 only]
Original Price: $60.95 TAU Price:$22.95

DECISION MAKER Soft 918 K
There is a more scientific approach to taking decisions than
tossing a coin. This program shows you how to minimise
uncertainty and risk by using the decision tree system. It will
help Jou to explore all the possible outcomes of a decision. It
could save you money. [464 only]

Original Price: $60.95 TAU Price:$22.95

MR WONG'S LAUNDRY Soft 923 KorJ
The colourful and energetic Mr. Wong needs your help to
dispose of the dirty laundry. However, the machinery in the
laundry has other ideas and prefers to try to dispose of Mr.
Wong. Your only defence is to try to starch the rogue
apparatus before it can succeed.

Original Price: $22.95 TAU Price:$13.95

INTRO. TO PASCAL Soft 925 K
Pascal is the most widely used computer language after
BASIC. This tutorial course is an invaluable introduction for
the newcomer. Some knowledge of BASIC is assumed, but
even the novice will be quickly and easily led through this
complement to HiSoft's PASCAL compiler.

Original Price: $49.95 TAU Price:$19.95

ROLAND SQR. BASHING Soft 937 K

A game of perception and skill. Just when you think you've
got it licked, the computer throws in an extra twist to try your
patience just that little bit more. Guide Roland around the 3
dimensional mazes, but watch your step - you may fall to the

land of no return.
Original Price: $22.95 TAU Price:$13.95

PYJAMARAMA Soft 943 KordJ
Taking the part of Wally, you are haunted by terrible
nightmares which on the surface seems to be an easy
problem to solve, simply find the alarm clock to wake you
from your slumber. On playing the game you will find this is
easier said than done. A humourous yet tricky game with
clear graphics and a catchy tune.

Original Price: $22.95 TAU Price:$13.95

FANTASTIC VOYAGE Soft 984 KorJ
You are miniaturised and injected into the body of a dying
scientist, with the object of swimming around and collecting
parts of a broken submarine and assembling it in the brain.
Virus', collesterol and infections stand in the way of both the
scientist's and your own survival.

Original Price: $22.95 TAU Price:$13.95

THE SCOUT STEPS OUT Soft 988 Kord
Boldly go where no scout has ambled before and set a good
example to your troop by completing your quota of good
deeds. Clean windows, pick mushrooms and dive for sea-life
on the ocean beds, being aware all the time of the scout
master who is on your trail. A game with superb graphics and

excellent sound.
TAU Price:$13.95

Original Price: $22.95
DISCS

PUNCHY Soft 1150 KorJ
Punch has locked Judy away in the Punch and Judy booth.
Rescue her by ducking and jumping the ripe tomatoes and
custard pies. Keep the alligators from eating you by leaping
on the magic carpet and then avoid the attentions of Mr.
Punch himself as you set off down the home straight.

Original Price: $27.95 TAU Price:$18.95

SNOOKER Soft 1190 KordJ
All the subtle arts of the game of Snooker have been
included - even top, back, left and right spins can be
achieved. Also suitable for green screen owners (and people
who are not familiar with the game) as each ball is clearly

numbered.
Original Price: $27.95 TAU Price:$18.95
STAR WATCHER Soft 1915

See cassette list for description. [464 only]
Original Price: $54.90 TAU Price:$37.95

PROJECT PLANNER Soft 1916
See cassette list for description. [464 only]
Original Price: $65.45 TAU Price:$42.95

ENTREPRENEUR Soft 1917
See cassette list for description. [464 only]
Original Price: $65.45 TAU Price:$42.95

DECISION MAKER Soft 1918
See cassette list for description. [464 only]

Original Price: $65.45 TAU Price:$42.95

BILL PAYER Soft 9012

See cassette list for description.

Original Price: $42.50 TAU Price:$29.95
BANK MANAGER Soft 9013

See cassette list for description.

Original Price: $42.50 TAU Price:$29.95
BUDGET Soft 9015

See cassette list for description.
Original Price: $42.50

DIARY
See cassette list for description
Original Price: $42.50

TAU Price:$29.95
Soft 9016
TAU Price:$29.95

Don't forget our other "speclals”
Binders for copies of The Amstrad User at $12.95 each
including postage.
Disc Drives (DDI-1) for your first (or second) drives on
the 464 at $349 including courier delivery.
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Amstrads bite

into Apples

from a conversation with Barry Drew

A few years ago, St. John's College
bought some twelve computers
(Apples) for the benefit of the students
general studies. However, last year
(1985) it was decided to offer, for the
first, time Computer Science as a year
cleven subject. My first task on
joining the college was to purchase an
extra six Apple compatible computers
to bring the total to a class set of
eighteen. With this larger quantity of
computer equipment we wer then in a
position to offer Computer Science for
HSC in year 12.

During the course of the year, it
became obvious that we needed to
upgrade or replace some of our older
computers because they were getting a
little out of date. Also, the Apple is
fairly limited as far as the BASIC is
concerned - the syllabus requires a
structured BASIC which the Apple
software doesn't provide.

The Amstrad almost satisfies the
syllabus requirements especially with
its WHILE/WEND command,
IF/THEN/ELSE etc. However, since
then, the examiners have added to the
syllabus the statement that any
language that calls a routine by a line
number rather than a name is not
considered suitable. So we are now in
the awkward position where BASIC, it
seems, is no longer suitable for year
12. This is forcing us to use
PASCAL, but the Amstrad supports
this so we should be able to cope.
There is a structured version of BASIC
available on the Apples which gets
around the new edict, but I don't really
want to go back to using Apples.

The students certainly enjoy the
subject. As far as the Amstrad is
concerned, they like the colours and the

normal screen (gold on blue) is much
more appealing. They also find they
can program the colours much more
easily (on the Apple it is very difficult
and the quality of the colour is not
good). However, they do find the
commands INK, PEN and PAPER are
very confusing - I have a lot of trouble
with those myself. For example, you
start off by defining your inks, then
you refer to a paper as an ink - this is
not an obvious concept!

The other obvious reason we chose
Amstrads is because they were the
cheapest. We currently have five
CPC6128's with plans to purchase
more to replace the Apples. We also
have six CPC464's. The computers are
available for all classes from Year 7 to
Year 12.

It is possible that a PCW8256 may
be purchased in the future for the
‘Secretarial Studies' subject.

We do a fair amount of development
outside the syllabus and the computer
room is always heavily booked by
students. There are plans to expand the
use of the resident machines into other
areas, word processing for example.

As far as software is concerned, it is a
little early to make any comments
regarding compatibility between the
464's and 6128's as we have only
recently purchased the latter machines.
But we have found that the "Typing
Wizard" (Gameworks) program doesn't
run on the 6128. There may be more
problems - we don't know yet. We also
had a problem with TASWORD - it
wouldn't do a mailmerge - but the
latest version does.

Naturally, we don't tolerate the
playing of games, especially by our
year 12 students who can't afford the

time. They are busy with their written
assignments. They have to write up
two site visits, one case study and
somewhere between 4 and 7
assignments - all of which have to be
written up with Word Processing
Software. This kind of output is
advantageous when it comes to
examinations, so their time is very
heavily committed doing just that.
Year 11 students are similarly affected.

Pupils in Years 8 to 10 are normally
allocated one period per week for six
months. That's not much but at least it
is an introduction to computers. We
generally spend the first period or so
teaching them how to switch on the
machines, the next two are spent on
LOGO, the next on a very fast
introduction to BASIC including the
general commands with the idea of
aiming towards the FOR loop. The
final two lessons are spent trying to set
up a screen design.

I suspect that Computer Science, as a
subject, will grow in numbers (in
terms of students) and this may
necessitate an additional computer
room. It is possible that more subjects
will want to use the computers for
word processing, or any other relevant
pieces of software. It also looks as
though some of the larger commercial
software packages such as dBasell and
Wordstar will become available soon.
This may cause the administrative
people to use the computers more.

In talking with a number of working
professionals, (draughtsmen, engineers
etc.) I find that they are very anxious
that pupils be introduced to and become
familiar with computers and even with
some of the packages which are
available. Unfortunately this is an
expensive exercise for schools to
undertake.

Barry Drew is a member of the
Senior School Staff and Maths
Co-ordinator for St. John's
College in Dandenong, Victoria.
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No.
No.
No.
No.
No.
No.
No.

1-Feb
2 - Mar
3 - Apr
4 - May
5-4Jun
6 - July
7 - Aug

SR

October '85 has already run out and we wont be printing
anymore! If you've missed any copies order NOW.

MAG TAPE

..... ($3.50) eenee($5.00) No. 8 - Sep
..... ($3.50) wrree($5.00) No. 9 - Oct
..... ($3.50) venee($5.00) No. 10 - Nov
..... ($3.50) veree($5.00) No. 11 - Dec
..... ($3.50) ....($5.00) 1986> No. 12 - Jan
..... ($3.50) oere($5.00) No. 13 - Feb
..... ($3.50) eenee($5.00) No. 14 - Mar

i'lllll“ |""l

TR

|| I|
h 3 -|| .......

i rir gl i

MAG TAPE

ST (¢ H1o) [N— ($5.00)
Out of Stock ... ($5.00)
..... ($4.00) ....($5.00)
..... ($4.00) .....($5.00)
..... ($4.00) «eee($5.00)
..... ($4.00) veee ($5.00)
..... ($4.00) «eo($5.00)

The above prices include postage and packing

We also have a limited number of back copies of the English
Amstrad User - probably the only stocks left in Australia - so
plug the gaps in your collection before it's too late!

Jan/Feb ... $4.00incl.p &p Aug Out of Stock
March ..$4.00incl.p &p Sept Out of Stock
April ..%4.00incl.p&p Oct Out of Stock
May ..$4.00incl.p &p Nov .. $450incl.p&p
June ..$4.00incl.p &p Dec .. $450incl.p &p
July . $4.50incl. p & p 198 Jan . $450incl.p&p

Subscriptions are also available for the English Amstrad
Computer User at a cost of $47.50 for 12 issues delivered to
your home. Please state from which issue you wish to start.

Please send your order qnd r_emittance to:
Strategy Publications,
Suite1, 245 Springvale Road, Glen Waverley

Victoria 3150 Tel: (03) 233 9661
(Bankcard and MasterCard accepted)

DAGK GEFIESD B ¢

-------
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The 40cent Frograms

by Ivor Jopstick

n a time, a sensible man bought an

g Once upo :

mstrad computer.
> Th;?sting for information, he took 0111t aeSt o

bscription to The Amstrad Use.r, the arge

o zine for the Amstrad range 1n Austraha. 1 3
>ma§e didn’t need his machine to work out .that, for less
| han $3* per month for 32 pages (and quite often
tnire) of solid Amstrad information, he was getting

40 cents each!
= oerams for less than .
} > %his made him live very happily ever after.

P it

e ... but that's not the end of the story

Every month The Amstrad User is packed with a range of articles, programs, hardware and
software reviews, utilities, User Group Information, Letters, Tutorials, Hints and Tips - all
devoted entirely to the Amstrad computers.

And to save you the trouble of keying-in and correcting your typing errors, a cassette
containing the programs appearing in the magazine each month is also available.

Make your Amstrad a success story by subscribing to The Amstrad User now.

* Based on yearly subscription of $35.

Please send me THE AMSTRAD USER for 12 months
Magazine only: $35 O Magazine and cassette: $75 O (PNG and NZ add $12 airmail)
Payment by: Cheque [J Bankcard or Mastercard O

T T o L S S LR S R L L e Expiry date..... ...
DO v iy e Sigon auinte < e R s g vnis x 408’ HETEEE S e De S wrelth PRONC. . ..o b O
PRIIBER et i e s wmon g § g by e ww s S s Rt o A e e S PR )
.............................................................................. Postcode ..........
SUEIBA " v s omn ot vt s cons s ik Wl 5 0 v 303 5 DO R ol Please start with Issue No.......

Return to THE AMSTRAD USER, Suite 1, 245 Springvale Road,
Glen Waverley Victoria, 3150 Telephone (03) 233 9661

(OVERSEAS PRICES ON APPLICATION TO ABOVE ADDRESS)



~ DARE YOU TAKE THEMON? [

THE LATEST VIDEO GAMES FROM AMSTRAD

\! [ ‘----
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pretty hot at video games aré yo
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challenges from Am

The substantial RAM in
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bring you moré challengi
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